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This is a dark age, a bloody age, an age of daemons 
and of sorcery. It is an age of battle and death, and of the 
world’s ending. Amidst all of the fire, flame and fury 
it is a time, too, of mighty heroes, of bold deeds 
and great courage. 


At the heart of the Old World sprawls the Empire, the 
largest and most powerful of the human realms. Known for 
its engineers, Sorcerers, traders and soldiers, it is 
a land of great mountains, mighty rivers, dark forests 
and vast cities. And from his throne in Altdorf reigns 
the Emperor Karl Franz, sacred descendant of the 
founder of these lands, Sigmar, and wielder 
of his magical warhammer. 


But these are far from civilised times. Across the 
length and breadth of the Old World, from the knightly 
palaces of Bretonnia to ice-bound Kislev in the far north, 

come rumblings of war. In the towering Worlds Edge 

Mountains, the orc tribes are gathering for another assault. 

Bandits and renegades harry the wild southern lands of 
the Border Princes. There are rumours of rat-things, the 
skaven, emerging from the sewers and swamps across the 

land. And from the northern wildernesses there is the 
ever-present threat of Chaos, of daemons and beastmen 

corrupted by the foul powers of the Dark Gods. 
As the time of battle draws ever nearer, 
the Empire needs heroes 
like never before. 


INTRODUCTION 


This is not a normal book you hold in your hands. Rather than read- 
ing it in a traditional linear manner, the end of each story section will 
present you with a choice of options which allows you to control the 
direction of the story with the decisions you make. In addition to the 
book itself, you will need a standard six-sided dice, a pencil and a 
copy of the Adventure Sheet. Spare Adventure Sheets can be found at 
the back of the book. 

Quite frequently, you will encounter Skaven and other enemies 
who wish to do you harm. When this occurs, you must battle them 
using the rules on the following pages. Along the way, you will find 
weapons and other items to aid you in your adventure and you will 
also be presented with important moral decisions that will determine 
how events play out later in your story. 

When you have completed the book, you can play it again and 
again, each time making different decisions, branching the story in 
new directions. 

Now prepare to go deep below the City of the White Wolf... 


RULES 


To begin your adventure, start at paragraph 1 and follow the instruc- 
tions therein. You'll need a dice, and you should also have a pencil 
handy to record details on the Adventure Sheets included in the 
book, and also to record wounds inflicted on enemies. 


THE ADVENTURE SHEET 


The Adventure Sheet is where you can keep track of your Statistics, 
Equipment and other information relevant to your adventure. You 
are free to photocopy the Adventure Sheet for personal use and it is 
advisable to fill it out in pencil and have an eraser handy as the infor- 
mation recorded on there will change many times during the course 
of your adventure. 


STATISTICS 


Your character has five statistics recorded on the Adventure Sheet. 
They are: 

Weapon Skill (WS) 

Strength (S) 

Toughness (T) 

Wounds (W) 

Attacks (A) 


WEAPON SKILL 
Weapon Skill is used for Combat. To determine whether your attack is 
successful, you first determine the To Hit Roll on the Roll To Hit Chart 
and then try and roll equal to or greater than that number on a single D6. 


STRENGTH 


Strength is used to determine whether your attack damages your 
Enemy. In Combat you use your character's Strength to determine 
whether you make a successful Roll To Wound. 


TOUGHNESS 


Your Toughness statistic is used to determine whether an Enemy's 
attack damages you or not. 


WOUNDS 


This is the number of times you can be hit before you die. At various 
points in the adventure you will be able to restore some or all of your 
Wounds but your Wounds value may never go higher than its starting 
value. 


ATTACKS 


This is the number of times you can attack during a single Combat 
Round (see below). It generally has a value of 1 but certain powerful 
Enemies may have 2 or even more Attacks. 


BONUSES & MODIFIERS 


Certain items you will find during your adventure may give you a 
temporary, or even permanent, bonus to one or more of your Statis- 
tics. The total value of your statistic once the bonus has been applied 
is called your Modified Statistic. Your Base Statistic is your statistic 
value without the modifier applied. 


TAINT 


During the course of your adventure, you will find yourself in situa- 
tions where you are exposed to the corruption of Chaos. How you react 
to these situations will alter your Taint score; a low score is a sign of 
a devout follower of Sigmar, a high score marks you out as one of the 
agents of the Ruinous Powers. Your Taint may be tested from time to 
time and certain outcomes and options may not be available to you 
depending on how close you are to succumbing to the lure of the Chaos 
Gods! If your Taint score ever reaches 6, then immediately turn to 26. 


WEAPONS 


A Weapon is used to strike enemies in combat. Most weapons have 
no Strength statistic as the Strength value of the character wielding 
the weapon is used to determine the To Wound Roll. A weapon's 
Damage value is always expressed as a multiplier and this is applied 
to the wielder’s Strength value to determine how much damage the 
weapon inflicts. In the event that the result contains a fraction, always 
round up to the nearest whole number. 


Example: An Orc has a Base Statistic Strength of 3. He is 
attacking with an axe which has a Damage value of x1 so any 
successful hit will inflict 3 wounds on the target. 


ARMOUR 


Certain characters can wear different kinds of Armour. Instead of giv- 
ing you a bonus to your Statistics, Armour grants you an Armour 
Save against attacks which otherwise may damage you. All Armour 
types have a number in brackets next to their name - this is the save 
value and for the Saving Throw to be successful you need to roll 
higher than that number on a single D6. 


EQUIPMENT 


Equipment is anything you find during your adventure that is not 
Armour or Weapons. Some Equipment can be used at any time and 
you will be given instructions how to use the item when you acquire it. 
Other Equipment - also known as Special Items - have a very specific 
use; the adventure will tell you when is the correct time to use the item 
should it be in your possession. Whenever you pick up a new piece of 
Equipment be sure to record it in the Backpack section of the Adven- 
ture Sheet. Likewise, whenever you lose or drop an item make sure you 
erase it from the Adventure Sheet. 

You may only carry eight items in your Backpack. If you drop an 
item for any reason and then move on, you cannot go back and pick 
it up - it is gone forever. 


MONEY 


Sometimes, you will need to reach into your money pouch to pay for 
goods or services. As you spend money, you will have to reduce the 
amount in your money pouch. Spend your money wisely — you never 
know when you might need it. At the start of your adventure, roll 1 
dice and add 5 to the score (for a total of between 6 and 11). This is 
the number of schillings you start off with. Mark this amount on the 
money pouch section of the Adventure Sheet. 


HEALING PACKS 


You begin your adventure with three Healing Packs, small kits con- 
taining healing herbs, bandages and a needle and thread, allowing 
you to patch up minor injuries. These Healing Packs are marked on 
your Adventure Sheet and can be used at specific points during your 
adventure. 


COMBAT 


More often than not, whenever you encounter an Enemy, Combat will 
ensue. When this happens, the gamebook will present you with the 
Statistics of your Enemy, details of any Weapons he is carrying, who 
has the Initiative for the Combat, any Saving Throws that your Enemy 
may benefit from and any other information relevant to the Combat. 
This information will always appear in a box and look like this: 


Orc 


Initiative: You 
Saves: Orc Armour (6) 


PHASES OF THE COMBAT ROUND 


1. Check Initiative 

2. Roll To Hit 

3. Roll To Wound 

4, Saving Throw 

5. Apply Damage 

Repeat steps 2-5 for the combatant without Initiative. 


INITIATIVE 
This determines whether you or your Enemy makes the first attack 
during a Combat Round. Depending on certain conditions, Initiative 
may switch from one side to the other during the course of Combat. 


TO HIT 


Using your Weapon Skill you determine what your To Hit Roll will 
be and attempt to roll equal or greater than that number on a single 
D6. If the roll is successful then you make a Roll To Wound. 
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TO WOUND 


Compare your Strength to your enemy’s Toughness and make a To 
Wound Roll. If the number rolled is equal to or higher than the corre- 
sponding value on the To Wound Chart, the Defender takes a wound. 


SAVING THROW 


If the Defender has Armour then they make a Saving Throw. They 
must roll equal to or higher than their Save to prevent the Damage. 


APPLY DAMAGE 
If the Saving Throw fails (or the Defender has no armour), then the 
attack has been successful and the Defender takes Damage. The dam- 
age statistic of a Weapon is always represented by a multiplier and 
a successful attack causes damage equal to the multiplier times the 
wielder’s Strength. 


EXAMPLE OF COMBAT 


You are attacked by an Orc. The gamebook gives you the following 
instructions: 


Orc 


Weapon: 


S D 
Choppa * XL.5 


Initiative: You 
Saves: Orc Armour (6) 


Your current stats are as follows: 


You 


Initiative: You 
Saves: Plate Armour (4) 


Initiative 
You have the Initiative and make the first attack. 


Roll To Hit 


Your Weapon Skill is 4 so you need to roll a 3 or greater to hit the 
Orc. You roll a single D6 and it lands on a 5. Success! However, you 
now need to make the Roll To Wound. 


Roll To Wound 


Your Strength is 3 and the Orc’s Toughness is a mighty 4, so accord- 
ing to the To Wound Chart you need to roll a 5 or greater again to 
wound your Enemy. This time you roll a 6. Another success! All that 
can prevent the Orc from being damaged now is his Saving Throw. 


Saving Throw 
- The Orc needs a 6 on a single D6. You roll... but it’s only a 1. Failed! 


Apply Damage 
Because your sword does x1 damage, you multiply your Strength by 
1, and so cause 3 Damage. You reduce the Orc’s Wounds total to 5. 


Your Enemy Strikes 


The Orc then returns your blow with his huge axe. His Weapon Skill 
is 4 and your Strength is also 3 so he needs a 3 or greater to hit 
you. You roll the dice but it’s only a 2. Failure! That means that this 
Combat Round is over and you move to the next Combat Round. 


Round 2 


You again need to roll a 3 to hit and this time you roll a 6. You roll 
the D6 to wound and it’s a 5. Success! The Orc still has his Saving 
Throw of 6 that he receives from his armour and this time you roll a 
4. Failure! The Orc again takes 3 Damage, reducing his Wounds to 2. 

It is now the Orc’s turn to attack you. His To Hit Roll is again 4 and 
this time you roll a 6. Success! His Strength is 3, your Toughness is 3 
so his To Wound Roll is 4 or greater. You roll another 6. Success! You 
need to make your Saving Throw of 4 or greater but can only roll a 
2. Failure! The Orc’s axe has a damage multiplier of x1.5 so applying 
that to his Strength of 3 gives you a total of 4.5, which, rounded up to 
the nearest whole number, means he does you 5 Damage and reduces 
your Wounds to 3! 


Round 3 

Because nothing has occurred to change who has the Initiative in this 
Combat, you still get to attack first during the third Combat Round. 
Once again you need a 4 or greater to hit him and roll a 5. Success! The 
To Wound Roll is 5 or greater and this time you roll exactly 5. Success! 
All you need to do now is make sure that your sword penetrates the 
Orc’s armour and you'll have killed him. The Saving Throw is once 
again 5 or greater and the D6 lands on 4. Failure! Your blade bites 
through the Orc’s armour and deals 3 damage - more than enough to 
kill the foul greenskin! 


Combat involving multiple opponents 


Quite often during your adventure, you will find yourself outnum- 
bered and facing down two or more Enemies. When this occurs, you 
choose which Enemy will be the Defender for each attack you make. 


For example, if you have an Attack score of 2 and are being 
attacked by two Cultists then you may choose to make both of your 
attacks against the same Cultist or make one attack against each 
Cultist. If you only have an Attack score of 1 then you will need to 
decide which Cultist to make your attack on. 


Whichever side has the Initiative gets to make all of their attacks before 
the other side has their chance to attack. When you are fighting multi- 
ple Enemies, they all get to attack when their side has Initiative - they 
attack all at once rather than one at a time. 
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ADVENTURE SHEET 
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Permission granted to photocopy for personal use only. Also available to download at ww w.blacklibrary.com 


Armour 
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GLOSSARY 


Adventure Sheet 

Found at the back of the gamebook, this is where you record your 
Statistics, Equipment and any other information that you will refer 
to during your adventure. 


Armour 
Any item that grants you a Save. 


Attacks (A) 
A Statistic that represents the number of times a Combatant can at- 
tack during a single Combat Round. 


Attacker 
During a Combat Round, the Attacker is the Combatant who is at- 
tempting to damage the Defender. 


Backpack 
Where your items are kept. You begin your adventure being able to 
carry eight items. 


Combat 

Combat occurs whenever you encounter enemies during the course of 
your adventure. Combat is made up of a series of Combat Rounds and 
continues until all Combatants on one side are dead. 


Combat Round 
Combat is made up of Combat Rounds where each Combatant has 


the chance to attack and their opponent. 


Combatant 
A character or enemy taking part in Combat. 


Defender 
During a Combat Round, the Defender is the Combatant who is fac- 


ing the attack. 


Equipment 
Any item you may find during the course of your adventure that is not 
a Weapon or Armour. 


Enemy 
Any hostile entity that you encounter during the course of your ad- 


venture. 


Initiative 
Determines who is the Attacker and the Defender during the various 
stages of the Combat Round. 


Save 
A roll of a single dice that is made to determine whether armour pre- 


vents damage. 


Statistic 
Any numerical value that represents a skill or ability possessed by your 


character. 


Strength (S) 


A Statistic used during Combat to determine the To Wound Roll. In 
Close Combat it also determines how much damage is inflicted by a 
Close Combat Weapon. 


Taint 

A numerical representation of how much faith you have in Sigmar 
or your devotion to the Dark Gods. This should be tracked on your 
Adventure Sheet. 


To Hit Roll 
The roll of a single dice that determines whether an attack hits a De- 


fender. 


To Hit Table 
The chart where Weapon Skill is checked to determine the To Hit 
Roll. 


To Wound Roll 
The roll of a single dice that determines whether an attack causes any 
damage to the Defender. 


To Wound Table 

The chart where the Strength of an Attacker or Ranged Weapon is 
cross-referenced against the Defender’s Toughness to determine the 
dice score needed to wound. 


Toughness (T) 
A Statistic used during Combat to determine the To Wound Roll. 


Weapon Skill (WS) 
A Statistic used during Combat to determine the To Hit Roll. 


Wounds (W) 
A Statistic representing the amount of damage you can take before 
dying. 


BENEATH THE CITY OF THE 


WHITE WOLF 


You are Absalom Kross, a devoted member of the Knights Panther. 
The personal guard of Graf Boris Todbringer, Middenheim’s ruler, the 
Knights Panther are a small templar order who devote themselves to 
the protection and defence of the City of the White Wolf. 

The Knights Panther are known throughout the Empire as zealots, 
dedicated to the purity of the human race. They hunt and burn out 
the taint of corruption, and knights of the order swear an oath never 
to suffer a mutant or other bearer of the marks of Chaos to live. Any 
actions are deemed acceptable in pursuit of their duties, and Knights 
Panther have been known to use extreme measures to achieve their 
goals, regardless of the cost. 

You have long been amongst their number, and the name of Absa- 
lom Kross is renowned amongst your peers. 

Your heroic deeds are spoken of with great reverence and you have 
fought across the four corners of the Empire and beyond. You are a 
veteran of the southern campaigns in Araby, where you slew a fierce 
panther whose pelt now adorns your armour of office. To the north 
you repelled a Norscan invasion led by the Bludwulf, a notorious Aes- 
ling reaver. You have battled greenskin invaders in the east at the foot 
of the Worlds Edge Mountains, and dark elf slavers to the west, send- 
ing them fleeing back across the Sea of Chaos. But all of these heroics 
pale in comparison to your most recent deeds... 
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Upon your return to the Empire you were flung straight back into 
action, defending Middenheim’s outlying settlements from packs of 
marauding beastmen. Entire villages and hamlets were put to the 
torch and their menfolk carried off to be used as sacrifices or worse. 
Scores of bestial mutants fell to your blade and their craven breth- 
ren took to their cloven hooves in the face of a far superior fighting 
force. 

The foul Beastmen took flight to the forests from where they began 
to strike back at the already stretched military of the Empire. The 
Drakwald became infested with these vile creatures and the roads in 
and out of Middenheim became perilous in the extreme. 

Boris Todbringer, Graf of Middenheim and one of the Emperor's 
most trusted generals, has begun a crusade against these creatures of 
Chaos, leading the men of Middenland into the Drakwald Forest to 
eradicate the Beastman threat. By his side are the state troopers of 
the province and his faithful Knights Panther. You are among their 
number, and only too eager to face the enemy; to let your lance and 
sword bite into the flesh of the invaders and to free the Empire of the 
Chaos scourge once and for all. 


e Turn to 122. 
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You bring your sword down in a devastating arc as the Sorcerer tries 
to defend himself. Your blade smashes against his staff, and there is a 
blinding explosion. You are knocked back, as is your opponent who 
quickly rises to his feet, holding one half of the sundered staff in his 
withered hand. 

‘There will be a reckoning, he snarls. ‘Mark me, you will pay!’ 

With that he is suddenly consumed by a swirling whirlwind. By the 
time you grab your sword and rush to attack once more, he has evapo- 
rated in a swirl of purple debris. 

At your feet is the other half of the Sorcerer's staff, which you decide 
to take as a trophy of your battle. 


Mark the Sorcerer's Staff on your Adventure Sheet as a Special 
Item. 


e Turn to 319. 
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You manage to sneak past the Night Goblins without alerting them 
to your presence. You follow Jodur further down the tunnel until you 
reach the spot he has been searching for. It is a huge cavern, and Jodur 
points up to the ceiling. 

‘We are right under the lake, he says. ‘All we have to do is lead the 
Goblins here, light the taper and boom!’ He resists a chuckle as he 
goes about placing several small barrels in large cracks in the rock. He 
then connects a wick to each barrel and runs it in a trail to the cavern 
entrance before concealing it beneath loose shale and rocks. 

Once this is done he nods at you that it is time to leave, and you 
both move back down the tunnel. Once again the Night Goblins are 
guarding the way, still locked in their noisy conversation. 


° If you wish to sneak past them again, turn to 48. 
° If you would rather fight them this time, turn to 292. 
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As you fall to the ground, blood running freely from your wounds, 
Sigmar grants you a vision of the fate that will befall Middenheim 
without you to protect it. 


A host of nightmarish Daemons run rampant through the streets. 
Pale, lithe figures with delicate features and huge, crab-like claws 
cavort alongside pink and blue monstrosities of heaving proto- 
plasm, fire dripping from fang-lined tentacles. Pustulant, one-eyed 
creatures shamble along, their touch spreading disease among the 
fleeing populace, while huge beasts in brazen armour wield great 
axes, cutting down the few guards brave enough to stand against 
them. 

As your eyes close for the last time, you feel nothing other than the 
shame of failure. 


Your adventure is at an end. 
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Lehmann leads you to one of the college’s practice rooms, and the 
sound of a lilting fiddle assails your ears as you enter. Kurt Weiner 
is clearly a gifted musician, playing his instrument with the passion 
and flair of a true artist. 

As he reaches the end of his tune, Lehmann approaches him. 

‘Herr Weiner, may I introduce Absalom Kross of the Knights Pan- 
ther. He is investigating the recent abduction from the college’ 

‘Ah yes, Weiner replies. ‘I wish I could help, sergeant, but as I have 
already told you, I didn’t hear or see anything on the night in question: 

Just as you are about to press him for more information, he smiles 
at you, tapping his cheek with the well-worn bow in his hand. ‘How- 
ever, he says, ‘the sweet sound of music has always been able to spur 
my memory. If only I had the money for a new bow, it might help me 
remember something. As you can see, this one is all but worn out. 
And it costs only six schillings for a new one’ 


¢ If you wish to submit to Weiner’s thinly-veiled request 
for a bribe, turn to 363. 


¢ If you would rather force Weiner to tell you what he 
knows, turn to 68. 


¢ Or, if you have not done so already, you could leave 
him and talk to Trotsk the composer. Turn to 334. 


¢ Or Demelza the opera singer. Turn to 359. 


¢ Or leave the college if you've had enough, turn to 216. 


Tivi e eee he he Sa: RS Se eee 


6 


You creep from your hiding place and follow the Night Goblins as 
they drag their prisoner further into the mess of tunnels. You are now 
deep within enemy territory, and you know it is only a matter of time 
before you are discovered by a wandering patrol. 


¢ If you wish to seize the initiative and attack the Night 
Goblins now, turn to 346. 


¢ If you would rather follow the Night Goblins deeper 
into the tunnel and hope for a better opportunity to 
ambush them, though you might attract even more 
unwanted attention, turn to 192. 


7 


You rush forwards, past the slaves as they work the rockface. At your 
approach the Slavemaster hisses a challenge, and you are only too 
happy to accept it. 


Skaven Slavemaster 


Initiative: You 
Saves: Leather armour (6) 


e If you beat him, turn to 367. 


¢ If you lose the combat, turn to 4. 


You press on, squeezing through the tight space and scuffing your 
bulky armour against the stone walls. As you continue, you feel 
something sting the back of your neck. You grasp at the nuisance and 
take a look, horrified to see a large spider in your palm. It bites your 
flesh before you can crush it in your fist. 

No sooner have you squashed the creature, than you notice more of 
the foul pests scuttling from gaps within the walls. Desperately you 
press on as the spiders begin to swarm all over you, climbing within 
your armour to sink their fangs into your flesh. 

When you are eventually free of the passage you drop the lantern 
and strip off the plates of your armour, slapping yourself frantically to 
tid your flesh of the bloodsucking creatures. It takes some time, but 
eventually you manage to get them all, though not before they have 
had their fill. 


Lose 1 Wound. 


You don your armour as quickly as you can and continue down the 
tunnel. 


e Turn to 175. 
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You bring your sword sweeping down onto the last barrel. It smashes 
to pieces, but your blade strikes one of the barrel’s metal rings, 
causing a tiny spark. Unfortunately, it is still enough to ignite the 
blackpowder within, causing a massive explosion. You are inciner- 
ated instantly. 


Your adventure is at an end. 


Gig A, Ca ae SE OS. See ee! OS ee SS) eo ea eee a Re 


10 


As you move blindly through the undergrowth it soon becomes clear 
that you are hopelessly lost. To compound the situation, you can 
hear harsh voices in the distance - the guttural bellowing of Beast- 
men - and they are drawing nearer. 

Gripping your broadsword tighter you plunge through the foliage 
once more, but you cannot seem to shake off your bestial pursuers. 


° If you wish to continue through the forest in the hope 
you will eventually evade them, turn to 324. 


¢ If you would rather dispense with this foolish game of 
cat-and-mouse and make a stand against the enemy, 
turn to 118. 
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You drop down into the tunnels beneath the mountain and raise 
your lantern to view this new area. You can see that the passageway 
here is not the same rough-hewn stone of previous levels, but seems 
to have been carved with great care and precision. 

There is only one way to go, and with a little trepidation you move 
on through the tunnel, which slopes gently downwards. Suddenly 
your lantern illuminates a figure up ahead, who stands guarding a 
massive stone portal. As you get closer you see the figure is squat and 
heavily armoured, his helm and weapons marking him as a Dwarf. 
But he is of no clan you recognise. The stone gate he guards is carved 
with a scene depicting ancient wars in which Dwarfs battled against all 
the ancient enemies of the Old World, including humans and elves. 

‘Come closer, Absalom Kross, that you might be weighed and meas- 
ured’ the Dwarf says in a rumbling voice. 

You are not about to turn down his challenge, and bravely stride 
forwards, gripping your sword tightly. 

‘How do you know me®’ you ask. 

‘I know many things, Kross. All you need to know is that to pass 
here you must overcome my challenge: 


¢ If you wish to attack this impertinent Dwarf, turn to 
203. 


* If you would rather face his ‘challenge’, turn to 341. 
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As you make your way deeper into the mountain a wave of nausea 
sweeps over you. You stagger against the wall and retch up a vile 
stream of green bile. Placing your hand to your neck, you touch one 
of the wounds inflicted by the Ghouls, noting that the skin is hot to 
the touch. 

You collapse to your knees, a feverish sweat breaking out all across 
your body as you continue to retch. Your body is strong, trained for 
years to combat enemies from across the Empire and beyond, but this 
poison is like nothing you have experienced before. 

Your eyes grow heavy, but through strength of will you resist the 
temptation to pass out. For over an hour you lie in the corridor, una- 
ble to move as the vile poison of the Ghouls courses through your 
body. It is only after much feverish shivering that the nausea finally 
- passes, and the last of the poison seeps through your pores. 

Though you are left shaken by your experience, there are no other 
physical effects. However, your body is still marred by the impurity 
that has run through it. 


Reduce your Strength and Toughness by 1. 
e Turn to 86. 
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You rest for several hours, and the Dwarf apothecaries tend to any 
wounds you might currently have. 


Restore your Wounds, Strength and Toughness scores to their 
starting values. 


Afterwards, Jodur comes to you with news that the rest of his clan 
are now ready to take on the Night Goblins and evict them from the 
tunnels once and for all. 

Drawing your sword, you join the band of Dwarfs as they stand 
shoulder to shoulder, their warhammers and battleaxes held at the 
ready. With a ferocious roar, they run forwards, shouting for the glory 
of Grungni as they race through the tunnels and towards the Night 
Goblin lines. You are hard pressed to keep up as they charge into the 
first Goblins they see, cutting them down without mercy before mov- 
ing on to the next enemy. 

Eventually you come out into a wide cavern where the rest of the 
Night Goblin forces have amassed. The Dwarfs quickly enter the fray, 
and the battle reaches new bloodthirsty heights as the two sides dem- 
onstrate their hatred of one another. 

Jodur nods at you as he heads off to ignite the charges you set ear- 
lier, and you turn to join the fight, just as the Night Goblin Warboss 
appears. He bounds forwards, riding on the back of a Giant Squig, its 
roar echoing though the cavern. 

With a war cry of your own, you race to fight the Warboss atop his 
hideous mount. 


Night Goblin Warboss 


Dagger * xl 


~ Initiative: You 
Saves: Leather armour (6) 


e If you are victorious, turn to 246. 


¢ If you lose the combat, turn to 99. 


14 


There are three possible entrances to the Undercity: 

The first is through the Morrspark - the grounds of a huge graveyard 
dedicated to the god of death. The Priests of Morr guard this entrance 
jealously, and you will need to bargain with them if you are to gain 
entry this way. 

The second entrance is through the Underway, beneath the Tem- 
ple of Grungni. Like the Morrspark, this is well guarded by its Dwarf 
keepers, and it may be difficult to persuade them to let you in. 

Alternatively, the third and easiest way of gaining entry to the 
Undercity is through the Graf’s mansion. Beneath it is a seldom used 
entrance, though you do not know if this will offer a better chance of 
reaching those who have been abducted. 


¢ If you wish to try the Morrspark entrance, turn to 327. 
¢ If you wish to enter the Temple of Grungni, turn to 161. 


¢ If you would rather enter through the Graf's mansion, 


turn to 369. 
15 


You rest for several hours, and the Dwarf apothecaries tend to any 
wounds you might currently have. 


Restore your Wounds, Strength and Toughness scores to their 
starting values. 


Afterwards, Jodur comes to you with news that the rest of his clan 
are now ready to take on the Night Goblins and evict them from the 
tunnels once and for all. 

Drawing your sword, you join the band of Dwarfs as they stand 
shoulder to shoulder, their warhammers and battleaxes held at the 
ready. With a ferocious roar, they run forwards, shouting for the glory 
of Grungni as they race through the tunnels and towards the Night 
Coblin lines. You are hard pressed to keep up as they charge into the 
first Goblins they see, cutting them down without mercy before mov- 
ing on to the next enemy. 

Eventually you come out into a wide cavern where the rest of the 
Night Goblin forces have amassed. The Dwarfs quickly enter the 
fray, and the battle reaches new bloodthirsty heights as the two sides 


demonstrate their hatred of one another. 

Jodur nods at you as he heads off to ignite the charges you set ear- 
lier, and you turn to join the fight, just as the Night Goblin Warboss 
appears. He bounds forwards, riding on the back of a Giant Squig, its 
roar echoing though the cavern. 

With a war cry of your own, you race to fight the Warboss atop his 
hideous mount. 


Night Goblin Warboss 


Initiative: You 
Saves: Leather armour (6) 


e If you are victorious, turn to 246. 


¢ If you lose the combat, turn to 99. 


16 


‘Excellent,’ says Mungrim, beckoning you to kneel before the statue 
of Grungni. 

You take a knee before the huge monolith, and bow your head as 
Mungrim ministers to you in his strange language. In a few seconds 
he has finished and orders you to stand. 

‘Take this; he says, handing you a small round stone carved with 
the symbol of the pickaxe. He then leads you through the tunnel to a 
large stone portal. 


Mark the Medallion of Grungni on your Adventure Sheet as a 
Special Item. 


‘Down there’s the Underway, he says, ‘Most likely you'll bump into 
my assistant, Jodur, on the way. He'll be able to lead you through to 
the Undercity proper, but he’s been having some trouble recently. Per- 
haps you could give him a hand’ 

With a knowing wink he beckons you through the portal, waving as 
though you were heading off on an afternoon stroll. 

With a growing sense of foreboding, you walk down the tunnel, 
deeper into the mountain. It is not long before you hear a commotion 
ahead of you, as deep voices are raised in anger. Eventually you walk 
out into a large circular chamber, in the middle of which is a huge 


stone table. Around the table are several armoured Dwarfs, looking 
down at a jumbled series of maps. They point and gesticulate wildly, 
arguing about the best course of action, and none of them notices you 
as you enter the chamber. It is not until you noisily clear your throat 
that one of them looks up. 

‘What the bloody hell are you doing in here?’ says a particularly 
grizzled looking Dwarf. 

When you explain that you have been allowed entry by Mungrim 
Dalgrim, and flash your medallion, they soon calm themselves. You 
also explain that you need to enter the Undercity, and were told Jodur 
might be able to guide you in the right direction. 

One of the younger Dwarfs steps forwards. ‘I’m Jodur/ he says, 
with an amiable smile, ‘and I'd be happy to show you through the 
Underway, only we've been having a few problems. You see there’s 
a pack of Night Goblins, must have arrived with the invading forces 
this year, who are trying to burrow up through the mountain to 
get into the city. We've been able to hold them off this long, but 
they're dug in fast. Can’t get through the Underway ‘cause the dirty 
gits are blocking the tunnels. If you were to give us a hand shifting 
them, I'd be happy to guide you down to the Undercity. So what 
do you say?’ 

With little choice in the matter, you nod, asking Jodur what he 
wants you to do. 


e Turn to 312. 
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You charge forwards, raising your sword as the Skaven frantically try 
to defend themselves with their bloody cleavers. 


Skaven Butcher 


Weapon: 
Cleaver ¥ xl 


Initiative: You 
Saves: Leather Apron (6) 


e If you defeat the Skaven in 4 rounds or less, turn to 
123. 


¢ If you take 5 rounds or more, turn to 207. 


¢ If you are reduced to 0 Wounds, turn to 4. 
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You rush up the stairs to the temple entrance and into the burning 
building. The heat is almost unbearable and a heavy pall of smoke 
billows across the roof as the timbers creak in protest. 

Ahead of you, a priestess of Shallya is on her knees, her white robes 
stained black by soot and filth. Standing over her is a Beastman, its 
weapon raised high to strike. 

You shout a word of warning to distract the creature, and it looks 
up, its face twisting in a grimace of hate. Forgetting about the priestess 
at its feet, the Beastman rushes to attack. 


Beastman 


Cleaver * x2 


Initiative: You 
Saves: Gor Armour (6) 


e If you win, turn to 172. 


e If you lose the combat, turn to 4. 
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In the end the Champion stands panting at the centre of the cave, 
and it is at this point you step out to confront him. He hefts his axe 
as you approach, striding forwards to take on the next challenger. 


Champion of Khorne 


Greataxe * xd 


Initiative: You 
Saves: Chaos Plate (4) 


¢ If you defeat him, turn to 58. 


e If you are reduced to 0 Wounds, turn to 328. 
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You pull the Beastlord’s Horn from your backpack and brandish it 
threateningly, hoping that its Chaotic powers might in some way aid 
you against the Rat Ogre. 

Unfortunately, the artefact seems to have no effect, and the Rat Ogre 
lurches forwards, swiping at you with massive curved claws. 


e You must fight the beast at 315, but make a note that 
you have lost the Initiative in battle. 


zZ1 


_ You follow the passage north for what seems like an age before you 
spy a chamber ahead. There is a shuffling sound coming from the 
room, and you grip your sword tightly as you stride over the thresh- 
old. What you see turns your stomach. 

Several gaunt figures are sharing a meal in the centre of the cham- 
ber; their teeth are razor sharp, crunching down on the desiccated 
remains of a human corpse. Their eyes are red, their pupils tiny pin- 
pricks as they engage in a feeding frenzy. One of them looks up, and 
you recognise it as a Ghoul - a foul and dangerous creature whose 
bite can paralyse a man. 


¢ If you wish to flee from these creatures, turn to 272. 
¢ If you wish to stand and fight, turn to 124. 


¢ If you would rather use one of the items you have 
gathered on your mission so far, turn to 321. 
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The Skaven make a last-ditch attempt to ignite the barrels of black- 
powder, but your speed and strength deny them the luxury of time, 
and you sweep through them like a storm of armoured might. A 
cheer goes up as the last of them is vanquished and their barrels of 
blackpowder are overturned on the cavern floor. 


e Turn to 105. 
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You head north, keeping your sword drawn as you make your way 
along the tunnel. A sickly sweet smell greets your nostrils and the 
buzzing of flies grows louder the further you travel, until eventually 
you see a wide cave before you. 

A dozen figures in threadbare robes kneel before a twisted altar. 
They chant in fell voices that offend your hearing, and the smell of 
pestilence is almost unbearable. The altar itself seems constructed of 
rotting meat, lashed together with knotted and frayed rope. A swarm 
of flies dance around it, and it takes all your strength not to retch. 

Overcome with fury, you step into the cavern, bringing your sword 
down against the exposed back of the first cultist. With his death you 
are gripped by a desperate need to destroy everyone in the room, your 
anger growing as the cultists see you, crying in alarm as you begin 
your gruesome work. 

Though they try to escape, you bar the way, hacking down any that 
approach. They are no match for your furious might, and within 
moments you have slaughtered every last one of them. 


e Turn to 221. 
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With a cry of unfettered rage you swing your broadsword two-handed 
at the snarling Beastlord. There is a hum as your blade cuts the air, 
severing the monster's head from its shoulders. Its body collapses to 
the ground and you turn to face the rest of the Beastman horde. 

On seeing their leader bested, the rest of the Beastmen begin to flee 
in panic, helped along by the vengeful blades of the state troopers. 
Within seconds the field is cleared, and the only Beastmen remaining 
are corpses. 

A cheer goes up as the troopers celebrate their victory, and you look 
down at the head of the Beastlord. One of its mighty horns was sev- 
ered during your battle, and you think that it might make an excellent 
trophy. 


If you wish to keep the Beastlord’s Horn, mark it on your 
Adventure Sheet as a Backpack Item. 


As the Temple of Shallya collapses in flames, a rider enters the 
battlefield. He is a fellow Knight Panther, and bodyguard to Boris 
Todbringer. 

‘The Graf requests your presence at his camp, says the knight. ‘He 
has an urgent mission for you: 

You nod your assent, as one of the state troopers brings a horse. 
Together, you and your fellow knight ride from the scene of battle and 
into the Drakwald, and within an hour you have reached the Graf's 
camp. Banners fly bearing the sigils of Middenheim and the family 
crest of the Graf, and you are led to the command tent. Your brother 
knights guarding the entrance move aside to allow you entry, and you 
walk inside. 


e Turn to 178. 
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The cult leader lies dead at your feet, and his decadent minions have 
fled. 


e You may now exit the cave to the south-east, turn to 
347. 


e Or the south-west, turn to 275. 
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You feel your body begin to contort and change. Falling to your 
knees, you gaze in horror at your arms as they shift and mutate, 
devolving into a mass of seething, bubbling flesh. Your last, horrified, 
thought before sanity escapes you is that you have become the very 
thing that your order exists to destroy - a Spawn of Chaos, mindless 
servant of the Ruinous Powers. 


Your adventure is at an end. 
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The passage twists slightly to the east, and steadily you feel claustro- 
phobia creeping up on you in the dark confines. 

You have not gone more than a few yards when the tunnel branches 
off. To your left, you hear the sound of several hushed voices echoing 
from around the corner. To your right you hear nothing. 


¢ If you wish to leap on the conspirators with your sword 
raised, bellowing the battle-cry of the Knights Panther, 
turn to 281. 


e If you would rather shut off your lantern and creep up 
on them, turn to 50. 


¢ If you would rather ignore the voices and head off in 
the opposite direction, turn to 314. 
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You rush down the tunnel, the sound of your Skaven pursuers echo- 
ing behind, coming out into another section of the underground 
complex. Cells are lined in two rows along the walls, but you can see 
nothing in the darkness within them. 

Keen to avoid the enemy you rush headlong between the row of 
cells, but suddenly someone appears at a metal grille in one of the 
cell doors. 

‘Quick, here!’ he cries, waving you forwards with one emaciated 
arm. 


¢ If you wish to hear his pleas, turn to 323. 


¢ If you would rather ignore him and press on with your 
mission, turn to 85. 
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As you sneak warily past the Night Goblins you suddenly slip on the 
moist floor, slapping your hand against the rock wall to steady your- 
self. The sound of your gauntlet hitting stone is enough to alert the 
Night Goblins to your presence. 

They howl in fury, leaping over the edge of the shallow ridge to 
attack. Jodur runs off down the tunnel to set the charges as you fight 


- them off. 


Night Goblin 


Initiative: You 
Saves: None 


¢ If you manage to defeat the Night Goblins in 4 rounds 
or less, turn to 266. 


¢ On the fifth round do not fight but instead turn to 357. 


¢ If you are reduced to 0 Wounds before the fifth round, 
turn to 99. 
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The last of the Skaven falls to the ground, its blood splashing across 
the floor of the chamber. A quick glance tells you there is nothing 
else of interest here besides the thirteen-sided dice which the Skaven 
were playing with. 


If you wish to take the Skaven Dice, mark them on your 
Adventure Sheet as a Backpack Item. 


¢ You may now exit the chamber via the south exit, turn 
to 67. 


e Or the east exit, turn to 148. 
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‘Volley fire!’ you cry above the din of the charging Beastmen. ‘Into 
their line!’ 

There is a roar like a clap of thunder as the handgunners unleash a 
deadly storm of fire into the approaching Beastmen. They fall by the 
dozen, their flesh torn asunder by lead shot. The relentless volley is 
soon joined by a cloud of arrows as your archers release their bows at 
the charging enemy. 

You watch in satisfaction as the Beastmen are cut down, but your 
eye is suddenly drawn back to the Shaman as he finishes his incanta- 
tion. From where he stands, a black, buzzing cloud billows, spewing 
forth a thick and heaving mass of bloated insects. There is nothing 
you can do as the front rank of handgunners is consumed. 

Drawing your sword you prepare to attack, but your horse suddenly 
rears as it is attacked by the foetid, stinking mass. You are thrown, 
landing heavily, your head hitting the hard earth with a resounding 
thud. 

The last thing you remember before falling into unconsciousness 
is the screaming of your men as they are consumed by the pestilent 
cloud. 


is 


You grasp the Bone Totem and hold it out threateningly. An evil 
smile spreads across the Grey Seer’s bestial maw, and he seems to 
draw power from the Chaos item in your hand. Flinging the Totem 
aside you step forwards, raising your sword to fight him. 


Gain 1 Taint for using the Chaos-wrought artefact. Remember to 
cross the Bone Totem off your Adventure Sheet. 


Grey Seer 


Initiative: You 
Saves: None 


¢ If you win, turn to 391. 


¢ If you lose, turn to 99. 
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You rest for several hours, and the Dwarf apothecaries tend to any 
wounds you might currently have. 


Restore your Wounds, Strength and Toughness scores to their 
starting values. 


Afterwards, Jodur comes to you, telling you that the rest of his clan 
are now ready to take on the Night Goblins and evict them from the 
tunnels once and for all. 

Drawing your sword, you join the band of Dwarfs as they stand 
shoulder to shoulder, their warhammers and battleaxes held at the 
ready. With a ferocious roar, they run forwards, shouting for the glory 
of Grungni as they race through the tunnels towards the Night Gob- 
lin lines. You are hard pressed to keep up as they charge into the first 
Goblins they see, cutting them down without mercy before moving 
on to the next enemy. 

Eventually you come out into a wide cavern where the rest of the 
Night Goblin forces have amassed. The Dwarfs quickly enter the fray, 
and the battle reaches new bloodthirsty heights as the two sides dem- 
onstrate their hatred of one another. 

You turn to join the fight, just as the Night Goblin Warboss appears. 
He bounds forwards, riding on the back of a Giant Squig, its roar 
echoing though the cavern. 

With a war cry of your own, you race to fight the Warboss atop his 
foul mount. 


Night Goblin Warboss 


Dagger ? xl 


- Initiative: You 
Saves: Leather armour (6) 


e If you are victorious, turn to 180. 


¢ If you lose the combat, turn to 99. 
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You quickly explain your mission, and the danger to the city. The 
priest listens impassively as you tell him what you have found, and 
how you seek to rescue the kidnapped citizens of Middenheim by 
entering into the bowels of the Ulricsberg. 

When you have finished he nods solemnly. ‘Why did you not tell me 
this at the start?’ he says. ‘Of course you may enter through the temple’ 

He leads you into the sepulchre and down a set of ancient stone 
stairs. At the bottom is a dank cellar in which two more Guards of 
Morr stand guard over a barred and bolted door. As the priest enters, 
they unlock the door and it swings open on ancient, rusted hinges. 


e Turn to 250. 


You rest for several hours, and the Dwarf apothecaries tend to any 
wounds you might currently have. 


Restore your Wounds, Strength and Toughness scores to their 
starting values. 


Afterwards, Jodur comes to you, telling you that the rest of his clan 
are now ready to take on the Night Goblins and evict them from the 
tunnels once and for all. 

Drawing your sword, you join the band of Dwarfs as they stand 
shoulder to shoulder, their warhammers and battleaxes held at the 
ready. With a ferocious roar, they run forwards, shouting for the glory 
of Grungni as they race through the tunnels towards the Night Gob- 
lin lines. You are hard pressed to keep up as they charge into the first 
Goblins they see, cutting them down without mercy before moving 
on to the next enemy. 

Eventually you come out into a wide cavern where the rest of the 
Night Goblin forces have amassed. The Dwarfs quickly enter the fray, 
and the battle reaches new bloodthirsty heights as the two sides dem- 
onstrate their hatred of one another. 

You turn to join the fight, just as the Night Goblin Warboss appears. 
He bounds forwards, riding on the back of a Giant Squig, its roar 
echoing though the cavern. 

With a war cry of your own, you race to fight the Warboss atop his 


foul mount. 


Night Goblin Warboss 


Weapon: 
Dagger , xl 


Initiative: You 
Saves: Leather armour (6) 


e If you are victorious, turn to 180. 


e If you lose the combat, turn to 99. 
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A host of nightmarish Daemons run rampant through the streets. 
Pale, lithe figures with delicate features and huge, crab-like claws 
cavort alongside pink and blue monstrosities of heaving protoplasm, 
fire dripping from fang-lined tentacles. Pustulant, one-eyed creatures 
shamble along, their touch spreading disease among the fleeing pop- 
ulace, while huge beasts in brazen armour wield great axes, cutting 
down the few guards brave enough to stand against them. 

Drawing your sword, you rush forwards to take on the foe, but 
you quickly realise your actions are in vain as you are attacked from 
all sides by the twisted creatures. Filth-encrusted blades and blood- 
soaked claws tear through your armour and flesh alike and as you 
fall to your knees, your last sight is one of the immense armoured 
Daemons standing over you, swinging its axe towards your neck. 


Your adventure is at an end. 


af 


That night you rest well and your wounds are tended by Todbring- 
er’s personal physician. 


Restore your Wounds, Strength and Toughness scores to their 
starting values. 


In the morning you rise with the sun, don your armour and mount 
up for the long journey back to Middenheim. 

On the road westwards you are accompanied by a number of 
wounded state troopers packed into wagons that have brought 
meagre supplies from the city to the Drakwald contingent. It is 
something of a sorry sight, and you feel sympathy for these men 
who, after fighting off the incursion from the north, have now found 
themselves thrust into a further campaign to rid the forests of the 
Chaos scum. Despite this, you know the continued conflict is more 
than necessary if the trade routes in and out of the great city of Mid- 
denheim are to be cleared, and the province made prosperous once 
more. 

After almost a full day’s travel, the wagon train finally exits the 
Drakwald and you see the City of the White Wolf ahead of you. 
Middenheim sits atop the mountain known as the Ulricsberg, with 
several sloping viaducts leading up to its vast gates. For centuries it 
has stood as a solid bastion of the Empire, and as you ride closer it 
makes you shiver to think that it might recently have fallen to the 
eternal enemy. 

Recent events have taken their toll on the once proud city: its walls 
are blackened in places, and shattered in others. All around the foot 
of the Ulricsberg is a sea of hastily erected tents and makeshift shel- 
ters. Refugees have flocked from all over Middenland and beyond to 
seek shelter from the servants of Chaos that still wander the land, but 
there are few enough resources within the city to sustain its current 
populace without allowing unfettered access to all and sundry. 

As you ride through the grim shantytown you are forced to ignore 
the pitiful call for alms. As much as you yearn to help these refugees 
you know there is nothing you can do other than slay the beasts that 
would prey on them. You only hope that the success of your current 
mission will go some way towards that end. 

You eventually reach the foot of the Eastgate viaduct, and see the 
way is blocked by half a dozen heavily armoured figures. They wear 


huge bushy beards and carry deadly looking warhammers, and you 
instantly recognise them as Knights of the White Wolf, the de facto 
protectors of the city. There is no love lost between the Knights Pan- 
ther and the Knights of the White Wolf, the rivalry a long standing 
one, but they recognise you for who you are, and do not attempt to 
block your entry to the city. 

No sooner have you entered through the vast entrance to the 
Neumarkt-Eastgate District than you are greeted by a member of the 
city watch. 

‘Herr Kross, he calls, pushing his way through the crowd towards 
you. ‘Herr Kross, I am Sergeant Lehmann of the watch. I am here to 
apprise you of our... problem’ He glances around, obviously fearful 
of revealing too much lest he spark some kind of uproar amongst the 
crowd that moves through the streets. 

‘Very well, sergeant, you reply, dismounting. ‘Lead on’ 

As you walk, Lehmann reveals that there has been a spate of kidnap- 
pings across the city. None of the victims is linked in any way, and 
such a random nature to the crimes means that there is no motive or 
realistic trail to follow. Just when you begin to despair at the weight 
of the task before you, Lehmann reveals that just last night there were 
two abductions - one at the College of Music, the other from an inn 
in the Freiburg District known as the Flying Buttress. 

‘Then that’s where we will begin’ you say, determined to make a 
start and hopefully see an end to this business as soon as possible. 

Lehmann smiles at your obvious eagerness to resolve the problem. 
‘That's what I was hoping, Herr Kross. But where shall we visit first?’ 


¢ If you wish to start your investigation at the College of 
Music, turn to 146. 


¢ If you would rather begin your mission at the Inn of the 
Flying Buttress, turn to 56. 
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You unbolt the chain from the wall, turning to the first of the slaves. 
He nods. at you, understanding your intent, and pulls the chain 
through the manacles at his ankle. Before long, you have freed half 
a dozen prisoners, and they all grip their picks and shovels, keen to 
exact their revenge on the Skaven. 

‘Attack!’ you cry, raising your sword, and the prisoners rush to bring 
down the Skaven. Within seconds a full-scale revolt has broken out, 
as more prisoners are released by their fellows, falling on the Skaven 
with vengeful fury. You can only watch as they smash into their former 
masters, crushing them with rocks and hacking at them with picks 
and shovels. 


e Turn to 340. 
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You make good your flight, racing down the corridor as the Ghouls 
give chase. Your foot catches on a loose rock and you are sent 
tumbling to the ground, your lantern spilling from your grip and 
smashing to pieces on the rocky ground as your sword spins off into 
the shadows. 

Panic grips you as you rise in darkness, desperately searching for 
your sword, but before you can find it something pounces on your 
back, sinking its jaws into your exposed neck. 

You fight like a cornered beast, but the other Ghouls are on you 
swiftly, and with no weapon to defend yourself you are easy meat. 

They keep your carcass for several days, waiting for it to rot before 
devouring you in a blasphemous feast. 


Your adventure is at an end. 


40 


With a blast of arcane energy you are knocked back sprawling to the 
ground, your sword sent spinning from your grasp. The Chaos Sor- 
cerer stands over you, his mouth twisted in a wicked grin, his staff 
glowing with a baleful light. 


e If you possess the Bone Totem, turn to 171. 


¢ If you do not have this Backpack Item, turn to 113. 
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A sickly-sweet smell assails your nostrils, and you step back, your 
hand moving instinctively to your face. As you do so the prisoner 
~ howls - a mixture of intense torment and unearthly delight. His head 
distends, growing longer as razor-sharp teeth sprout from his gums. 
His bonds snap as his muscles bulge, and he is transformed by the 
all-consuming powers of Chaos which he serves. 

One of the witch hunters rushes forwards, but the foul Daemon 
Spawn reaches out with its massive hand and crushes his skull in an 
almost casual motion. 

Drawing your sword you step forth to strike down this manifesta- 
tion of corruption. 


Daemon Spawn 


Initiative: You 
Saves: Daemon Flesh (5) 


e If you win, turn to 225. 


¢ If you lose the combat, turn to 194. 
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You order the state troopers into ranks, blocking the forest trail. The 
Beastmen advance, howling to their foul Chaos gods as they do so. 
Instantly your archers respond, firing a volley of arrows into the 
charging mass and taking down the frontrunners. More of the vile 
Beastmen rush from the undergrowth, but two figures that grab your 
attention appear on either flank. The first is a hulking brute, with 
blood-red horns and carrying a huge wicked cleaver. The second is a 
hooded Beastman bearing a staff adorned with human bones. 

As the handgunners move to the fore, raising their weapons to fire, 
you have a choice of targets. 


¢ If you want them to aim at the hulking Beastman 
Chieftain, turn to 299. 


¢ If you would prefer them to shoot the Shaman, turn to 
130. 
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You leap down into the pit and begin hacking at these grotesque crea- 
tures. They squeal in agony as you butcher them where they lie, but 
your fervent attack soon silences them. When the gruesome job is done 
you are left panting, but feel strengthened by your actions. 

No sooner have you finished administering death to the Skaven 
breeders than more ratmen burst into the room, squealing in fury at 
what you have done. 

Taking a deep breath, you charge forwards to fight them. 


Skaven 


Initiative: You 
Saves: Shield (6) 


¢ If you defeat them you may flee further south, turn to 83. 
¢ If you are reduced to 0 Wounds, turn to 365. 
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‘A clock,’ you reply, waiting for his reply with bated breath. 
‘You are worthy, Kross. Who would have believed a man with your 
reputation for killing could also possess such a keen mind’ 


e Turn to 69. 


45 


‘Incorrect!’ says the Gatekeeper after you have given your answer. ‘It 
appears you will have to prove your worth with strength at arms after 


all.’ 
With that he hefts his axe and stomps towards you. 


e Turn to 203. 


46 


You follow the tracks as quickly as you can, hoping to catch whoever 
has left them. Suddenly, from up ahead you see a stooped and inhu- 
man figure moving quickly along. The figure turns, its face hidden by 
a hood, and on seeing you it takes flight along the tunnel. You shout 
at them to stop but they pay no heed to your call. 

Sprinting after the figure it soon becomes clear they are swift, and 
obviously used to moving through the dank tunnels. You turn a cor- 
ner, and are dismayed to see the tunnel branches once more. The 
ground in this section of the tunnel is bare stone, and there are no 
longer tracks to follow. 


e If you have the Tunnel Lantern, turn to 377. 


e If you do not possess this Special item, you can take the 
left fork, turn to 170. 


¢ Or the right fork, turn to 200. 


47 


You strike at the Night Goblin but he spots you at the last minute, 
dodging aside as you deal him a stinging blow. It is not enough to 
bring him down, and he runs off into the tunnel, screaming for help 
in his foul Goblin tongue. 

‘We have to get out of here before more come, says Jodur, but you 
can already hear the sound of approaching feet as more of the Night 
Goblins flock to the sound of their fleeing comrade. 

You pick up the fallen Dwarf and sling him over your shoulder, 
before following Jodur back through the maze of passages and into 
the secret tunnel through which you arrived. Once inside you pause, 
trying to quiet your breathing as you hear the Night Goblins search- 
ing for you — cursing in frustration at their prey’s escape. 

When you have got your breath back you head back towards the 
Dwarf lines. The Night Goblins are now much more vigilant for 
intruders, and there is no way you will reach the store of fungus beer 
without attracting attention. 

You make it back to the Dwarf barricade, and the prisoner is min- 
istered to. Jodur tells you to rest while the Dwarfs plan their next 
move, and you happily do so. As you recover, you are approached by 
another Dwarf, who greets you with a smile. 

‘That was a brave thing you did, saving my brother, he says. ‘Here, 
this might come in useful, but be careful with it’ 

You take the proffered item, and see that it is a spherical object 
made from iron. A wick protrudes from one end, and you recognise it 
as a Dwarf explosive device. Carefully, you place this dangerous object 
in your backpack. It may well come in handy later in your mission. 


Restore 4 Wounds for your rest, and mark the Dwarf Grenade on 
your Adventure Sheet as a Backpack Item. 


e Turn to 160. 


48 


You crouch down in the narrow gully and attempt to sneak past the 
Night Goblins. 

Roll 1D6. 

e If the result is 1-3, turn to 206. 


e If the result is 4 or above, turn to 389. 


SLABS [AEE Ee EE EE ae ee ee ee 


49 


You pull the Statuette from your backpack and brandish it threaten- 
ingly before the Grey Seer. His reaction is to raise his staff and fire a 
dart of shadowy blackness at you, which smashes against your breast- 
plate, flinging you backwards. 


Lose 3 Wounds. 


By the time you rise to your feet the Grey Seer has closed in to attack. 


Grey Seer 


Initiative: Enemy 
Saves: None 


¢ If you win, turn to 391. 


¢ If you lose, turn to 4. 


50 


You press yourself close to the wall, listening to the hushed voices, 
when you soon realise that their conversation is nothing to do with 
an insidious plot to take over the city, but a banal discussion on the 
pay for sewage workers. It appears these are sewer rats - Midden- 
heim’s sewage maintenance men. 


¢ You may converse with them if you wish, by turning to 
212, 


¢ Or if you would rather press on with your mission, turn 
to 201. 


51 


Without waiting to be attacked by the glowing spectre, you bolt 
down the nearest corridor. Soon you are enveloped in darkness, 
and it becomes clear that the spectre has no intention of pursuing 
you. 

Relieved at your lucky escape, you light your lantern once more and 
continue along your way. 


e Turn to 301. 


52 


Ignoring the noxious cloud, you grasp Gustav by his robes and lift 
him off his feet. 

‘You can’t do this to me, he yelps. ‘I am an Astromancer of un- 
rivalled reputation: 

‘You're a whelp/ you growl in reply. ‘And you'll do exactly as I tell 
you! 

Slowly he nods in agreement, and you set him down on the ground. 


e Turn to 276. 


53 


Jodur leads the way through the tunnels, and you are alert to any sign 
of further danger, deep as you are behind the enemy’s lines. To your 
relief, Jodur quickly locates a wide cave, in which is stacked barrel 
upon barrel of the Night Goblins’ potent fungus beer. 

Jodur gives you a wink, pointing to the cask of blackpowder he 
has brought with him. This will undoubtedly draw attention to 
your presence, but will make the job of sabotaging the beer much 
quicker. 


¢ If you wish to use the blackpowder to blow up the 
barrels, turn to 134. 


¢ If you would rather take your time and break open the 
barrels one by one, turn to 283. 


You hack down at the bloated creature, but it continues to emit its 
monotonous racket. After several more attacks you silence it for 
good, but the damage has been done. From the tunnel behind you, 


several Skaven Warriors charge forwards, fury in their eyes at what 
you have done to the breeders. 


Skaven 


Initiative: You 
Saves: None 


* If you defeat the Skaven you may continue south, turn 
to 83. 


* If you are reduced to 0 Wounds or less, turn to 365. 


55 


What is the total number of Wounds you scored against the 
enemy? 


e If you inflicted 4 Wounds or less, turn to 362. 


e If you inflicted 5 Wounds or more, turn to 98. 


56 


The Inn of the Flying Buttress is quiet and subdued as you and Ser- 
geant Lehmann enter. 

‘The man taken was Heinz Busch; says Lehmann, ‘a peddler from 
Stirland who was a guest in one of the upstairs rooms. The only other 
_ people present were the innkeeper, Jurgen; Paulo Forza, a Tilean mer- 
chant; and Herman Manschampf, a local weaponsmith. Who shall 
we start with?’ 


¢ If you wish to begin your investigation with the 
innkeeper, turn to 140. 


¢ If you would rather question Paulo the Tilean 
merchant, turn to 208. 


¢ If you wish to interrogate Herman the weaponsmith, 
turn to 89. 


a7 


‘Retreat!’ you cry, backing away from the Chaos Champion. 

Immediately the prisoners disengage from the Skaven and follow 
you as you flee from the temple. You risk a glance back, in time to 
see that your tactical withdrawal came not a moment too soon - as 
Skaven reinforcements begin to flood the temple. These ratmen look 
larger and more brutal than any others you have encountered, and it 
is with some relief that you see them swarm over the Chaos Cham- 
pion and cut him down before he can pursue you. 


e Turn to 96. 


58 


The fight is brutal, and your sword rings against the Champion’s bat- 
tleaxe again and again. Eventually he can stand against you no more, 
stumbling back as your blow shatters against his pauldron, but as he 
falls there is a crack as he lands against the rotted wooden covering 
of an old mine shaft. The panels give way beneath him, and for a 
second you hear him curse you in the Dark Tongue, before he plum- 
mets down into the shaft. 

You peer over the edge, seeing nothing in the darkness below. With 
any luck he will have perished, but a nagging feeling tells you this 
may not be the last you have seen of the Champion of Khorne. 

As you turn to leave you notice something on the floor that shines 
in the dull torchlight. Looking closer you see it is a shard of his 
shattered pauldron. You decide to take the item as a trophy of your 
brave victory. 


Mark the Pauldron Shard on your Adventure Sheet as a Special 
Item. 


e Turn to 390. 


59 


Just as you near the first exit from the room, there is a squeak of 
alarm, as one of the Skaven stands and points at you. You have been 
spotted and will have to fight them. 


¢ Turn to 17 to fight them, but note you have lost the 
Initiative. 


60 


The tunnel you are in becomes wider, and you can even breathe 
slightly easier. However, the water pooling around your knees grows 
steadily higher, and you are soon wading waist-deep in effluent. 

Suddenly, you hear the grind of ancient gears and the whooshing 
sound of rushing water from behind you, as one of the city’s outwash 
valves is opened. 

Resolutely you push on through the water, as a vast wave of sewage 
threatens to engulf you. 


¢ If your Strength is 3 or greater, turn to 181. 


e If your Strength is less than 3, turn to 374. 


61 


The Skaven chirurgeon is busy with his gruesome work, and you 
begin to creep through his laboratory. 


Roll 1D6. 
e If the result is 1-3, turn to 159. 
e If the result is 4-6, turn to 387. 


62 


You race forwards as the line of spears shooting from the wall slowly 
gain on you. The end of the passage looms ahead and you are almost 
there when a spear scythes past, slicing through one of your greaves. 
You stumble and fall, your lantern spilling from your grip. 

As you make to rise, another spear shoots from its hiding place 
in the wall, puncturing your breastplate and pinning you in place. 
Slowly, the life ebbs from your body as the illumination of your 
lantern fades. 


Your adventure is at an end. 


63 
You head north, keeping your sword drawn as you make your way 
along the tunnel. A sickly sweet smell greets your nostrils and the 
buzzing of flies grows louder the further you travel, until eventually 
you see a wide cave before you. 

A dozen figures in threadbare robes kneel before a twisted altar. 
They chant in fell voices that offend your hearing, and the smell of 
pestilence is almost unbearable. The altar itself seems made up of rot- 
ting meat, lashed together with knotted and frayed rope. A swarm of 
flies dance around it, and it takes all your strength not to retch. 

Righteous fury overcomes you, and you step into the cavern, bring- 
ing your sword down against the exposed back of the nearest cultist. 
With his death you are gripped by a desperate need to destroy every- 
one in the room, your anger growing as the cultists see you, crying in 
alarm as you begin your gruesome work. 

Though they try to escape, you bar the way, hacking down any that 
approach. They are no match for your furious might, and within 
moments you have slaughtered every last one of these hideous cultists. 


e There are still two more cults to eradicate, turn to 196. 


64 


Before the Grey Seer can finish its summoning, another warrior joins 
the fray. As he leaps forwards, striking a killing blow with his mighty 
axe, you recognise him as the Champion of Khorne you defeated ear- 
lier in your quest. Somehow he survived his fall into the mine shaft, 
and he has pursued you relentlessly. 

He hacks the Grey Seer in two, then hefts his axe and stares at you 
from behind his great helm. ‘You are mine, he says, taking a step 
forwards. 


e If you wish to fight the Chaos Champion, turn to 358. 


° If you feel you are too weak after your battle with the 
Grey Seer and would prefer to flee, turn to 57. P 


You stride towards Trotsk — determination writ clearly on your face. 
You derive a quick sense of satisfaction as you see Trotsk’s churlish 
expression change to fear as you reach forwards and grasp him by the 
lapels, hauling him from his seat. 

‘Tell me what you know!’ you bellow, slamming his face into the 
nearest shelf full of parchments. Trotsk squeals as his spectacles snap 
in two and his nose breaks. 

‘Herr Kross; Lehmann cries, clearly shocked at your overreaction, 
but you are unperturbed. 

‘Tell me what you know!’ you yell once more, grasping Trotsk 
around the throat and applying pressure to his oesophagus. He strug- 
gles in your grip, but there is nothing he can do against your strength, 
tempered on hundreds of battlefields. 

‘All right’ Trotsk manages to squeal before you crush his voice box, 
‘Y'll tell you what I know’ 

You drop the man to his knees where he begins to weep, his tears 
dripping to the ground to mix with the blood running in rivulets 
from his nose. 

‘I saw them, in the night. They took him to the sewers. I didn’t want 
to get involved - I didn’t want to tell. Don’t you understand, if they 
find out I’ve told you, I could be next: 

‘The sewers? Are you sure?’ you ask, leaning over Trotsk menacingly. 

‘Yes, he says, cowering on the floor. ‘There’s an entrance at the end 
of the street. They disappeared into there - you can see it from my 
window. 

You turn to Lehmann who still looks shocked at your stern actions. 
‘I'll have the entrance to the sewers unlocked/ he says. 

‘Good; you reply. ‘Then let's go’ 

You stride from the room, leaving Trotsk in a heap on the floor. 


e Turn to 80. 


66 


You are alerted to the unmistakeable sounds of battle echoing down 
a nearby passageway. You hurry forwards, eager to exterminate the 
last vestiges of Chaos from these tunnels, when you see a scene of 
carnage before you. 

A score of cultists in filthy dishevelled rags are attacking a lone fig- 
ure in bright purple robes. He carries a glowing staff from which he 
intermittently fires a baleful light that incinerates his attackers. Sev- 
eral times one of them breaks through his defences, threatening to 
bear him to the ground, but the Sorcerer seems more resilient than 
he looks, fighting like a caged animal, until he eventually vanquishes 
all his foes. 


e Turn to 156. 


67 


The passage leads to what appears to be a crude armoury. Rusted 
swords line the walls and several suits of banded leather armour are 
arranged on racks, their strangely shaped helms marking them as of 
Skaven origin. 


¢ If you wish to examine the armour and weapons, turn 
to 223. 


e If you would rather press on with your mission and exit 
the room to the south, turn to 360. 


68 


‘Insolent pup!’ you yell, backhanding Weiner across the face with 
your heavy gauntleted hand. The fiddler falls back, gripping his 
bloody lip, but before you can beat him further Lehmann grasps your 
shoulders. 

‘Kross, what are you doing?’ he cries. ‘You can’t just go around beat- 
ing anyone you please’ 


Increase your Taint by 1 for your dishonourable actions. 


The sergeant, with surprising strength, drags you out of the room as 
Weiner sits in shock, his hand grasping his fast reddening face. 

Sergeant Lehmann leads you out of the College of Music, a look of 
consternation on his face, as he explains your investigation here is 
done, and mutters something about having to explain your actions to 
the Kommandant later. 


e Turn to 216. 
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69 


The Gatekeeper turns to the vast stone portal, placing his hands 
against two of the carvings that stand out in relief. As he applies pres- 
sure, the figures slide back into the door, and you hear the grating 
of ancient gears. The door slides open, splitting down the middle to 
reveal a vast chamber beyond. 

Standing aside, the Gatekeeper gestures for you to enter. “Take what 
is yours, Absalom Kross. It will serve you well! 

Stepping past him, you enter the huge chamber and spy a single 
stone plinth in its centre. Moving forwards, you see a sword sits atop 
it - an ancient blade the likes of which you have never seen. From its 
make you surmise it could rival the runefangs wielded by the elec- 
tor counts, and tentatively you stretch out a hand and grasp the hilt. 
As soon as you lift the sword free of the plinth you can feel that it is 
perfectly weighted, and see the runes carved along the length of the 
blade, rendered in intricate detail. Looking closer you read the word 
Dammeblad etched near the hilt - the Dawn Blade. 

‘Who are you?’ you ask, turning towards the Gatekeeper, but he has 
disappeared, probably though some secret tunnel. 

Taking this powerful weapon, you move on through the tunnels 
beyond. 


Replace your current weapon with the Dammeblad. Add 1 to 
both your Weapon Skill and Attacks scores while you carry it. 
Also, remove 1 Taint due to its purity. 


e Turn to 157. 


70 


You and Jodur managed to complete your mission successfully and 
plant the explosive. When the time is right, there will be a nasty sur- 
prise in store for the Night Goblins. 


On your Adventure Sheet, write the number 1. This will be 
important later. 


¢ Turn to 336. 


You flee south, moving through a chamber full of armour and 
weapons and into yet another passage, as the sound of your pursu- 
ers draws nearer. Eventually you exit into another chamber, but this 
time you are assailed by a smell you recognise. Pausing for a second 
to catch your breath, you glance around the room to see barrel after 
barrel of blackpowder stacked to the rafters. 

In the hands of the Skaven, such a hoard could prove devastating for 
any who stand against them. 


¢ If you wish to attempt to destroy the barrels of 
blackpowder, even though it means your pursuers may 
catch up to you, turn to 282. 


¢ If you would rather ignore the room and continue your 
flight south, turn to 28. 


(pp: 


‘A river,’ you say with confidence. 
There is a pause before the Gatekeeper replies, ‘Correct. Now, one 
more: I have hands but no arms, and a face but no head. What am I?’ 


Again, once you have worked out the one-word answer you will 
then need to decipher the relevant section number to turn to. 
This can be discerned by allocating a number to each letter in the 
word — A=1, B=2, C=3, etc. until Z=26. Once you have a series 
of different numbers, add them together, and this will give you 
the relevant section number. 


¢ If you cannot work out the Gatekeeper’s riddle, or if the 
section number you turn to makes no sense, turn to 293. 


72 


You stagger back, coughing and gagging as you try to expel the warp- 
stone dust from your system. Blinking the foul substance from your 
eyes you are relieved that there has been no immediate effect, but you 
still feel violated. 


Gain 1 Taint. 
e Turn to 209. 


74 


‘Retreat!’ you cry, backing away from the Chaos Sorcerer. 

Immediately the prisoners disengage from the Skaven and follow 
you as you flee from the temple. You risk a glance back, in time to 
see that your tactical withdrawal came not a moment too soon - as 
Skaven reinforcements begin to flood the temple. These ratmen look 
larger and more brutal than any others you have seen, and it is with 
some relief that you see them swarm over the Chaos Sorcerer and cut 
him down before he can pursue you. 


e Turn to 96. 
The foul Skaven chirurgeon lies dead at your feet. 


¢ If you now wish to search his laboratory, turn to 273. 


e If you would rather continue your mission and move 
through the south passageway, turn to 220. 


76 


The Beastmen lie dead at your feet, but you can hear more of their 
vile kin howling in the forest as they approach your position. Your 
horse has fled during the fight - what will you do? 


¢ If you wish to stand and fight the approaching enemy, 
turn to 153. 


¢ If you would rather evade them by fleeing further into 
the Drakwald, turn to 277. 


77 


Gritting your teeth, you set about the prisoner with your gauntleted 
fists, administering a thorough beating. When you are done he is 
dazed but can still comprehend as you demand he tell you who his 
co-conspirators are. 


Reduce his Wounds by 2, raise his Taint by 2. 


e If his Wounds and Taint are now the same number, 
turn to 189. 


¢ If his Taint is 10 or more, turn to 41. 
¢ If his Wounds are at 0 or less (even if his Taint 
simultaneously exceeds 10), turn to 154. 


Otherwise you will have to continue with his interrogation by either: 


¢ Returning to the start of this paragraph. 
¢ Using the Purifying Flame. Turn to 241. 
¢ Using the Blessed Waters. Turn to 304. 


78 


You press on through the oppressive darkness and with every step 
the stench of the sewage grows more pungent. The tunnel twists and 
turns in a circuitous route, and you soon lose your bearings com- 
pletely. Just when you think it might be prudent to retrace your steps 
and take one of the other tunnels, something erupts from the deep 
waters ahead. 

A monstrous creature rears up before you, twice your height and 
so massive that it blocks the tunnel. Its hands are fused into bony 
fists and pustules cover its body. A tiny head embedded in its chest 
makes it painfully obvious that this mutated beast was once human. 
Gripping your sword, you prepare to do your duty and destroy the 


Chaos-marked horror. 


Sewer Mutant 


Initiative: You 
Saves: Thick Hide (6) 


e If you defeat the creature, turn to 158. 


e If you are defeated, turn to 4. 


79 


The tunnel continues down, until eventually you reach what appears 
to be a sinkhole carved into the rock. Peering down you see another 
tunnel, faintly illuminated in the gloom. 

Securing your sword and equipment, you climb down into the 
deeper tunnels of the Ulricsberg. 


e Turn to 11. 


80 


Lehmann guides you to the sewer entrance where the watch are 
already unlocking the rusted metal gate. 

‘There are all kinds of unsavoury creatures down there, says the ser- 
geant, handing you a lantern. ‘Good luck’ 

You ignore him, not a little annoyed that he has chosen to allow you 
to enact this part of the investigation on your own. 

Girding yourself against the stink of the dark passage ahead, you 
tread down the slimy stairway into the sewer below. 


e Turn to 231. 
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81 


‘For Middenheim, and the Graf!’ you cry, running forwards. and 
leading the prisoners against the Skaven. As you fight, more of them 
appear, spreading throughout the cavern in a desperate attempt to 
place the barrels at the foot of the mined columns. If you do not 
vanquish them in time all will be lost. 


Skaven 


Initiative: You 
Saves: Shield (6) 


¢ If you defeat them in five rounds or less, turn to 22. 


® On the sixth round of combat, or if you are reduced to 
0 Wounds, turn to 385. 


82 


As you progress the passage grows narrower with every step. Finally 
you are forced to take small sideways steps as you squeeze along the 
claustrophobic tunnel. Shining your lantern ahead you can see it 
continues for some distance, and you will be vulnerable to attack in 
the tight space. 


¢ If you wish to continue, turn to 8. 


¢ If you would rather turn back and take the west 
passage, turn to 240. 


83 


You move on into some kind of antechamber. Scrolls line the walls 
and a rickety desk sits in one corner covered in parchments and writ- 
ing paraphernalia. Despite its studious nature, you can sense a deep 
corruption permeating the air which almost makes you nauseous. 

From the corridor behind you comes the sound of yet more pursu- 
ers — you do not have long to act. 


¢ If you wish to search the room, turn to 379. 


¢ If you would rather move on through the south 
corridor, turn to 28. 


84 


As you follow the Beastman trail, the forest steadily rises towards 
the Blackstone Hills. You move through the Drakwald for several 
hours, pursuing the Beastmen until the sky begins to darken. As your 
fears of a sudden ambush begin to grow, one of your scouts appears 
without warning from up ahead. He tells you that the Beastmen are 
encamped in a shallow valley not more than a league away. 

Your men advance and eventually you can hear the creatures’ bestial 
voices carrying through the forest. Righteous anger begins to burn within 
you, and you draw your sword, keenly anticipating the battle ahead. 


e Turn to 368. 


85 


You flee through the cell area, but are dismayed to see your way 
ahead blocked by more Skaven. You charge forwards, brandishing 
your sword as more Skaven appear behind you in hot pursuit. 


Skaven 


Initiative: You 
Saves: Shield (6) 


e If you defeat them, turn to 260. 


° If you lose the combat, turn to 4. 


86 


You carry on through the passageway until you eventually have to 
duck down to proceed. From up ahead, you spy a flickering light, and 
you extinguish your own lantern so as not to give away any sign of 
your approach. The closer you get to the light, the lower the tunnel 
becomes until you are eventually crawling on all fours. 

Above you is an iron grille, through which the light from myriad 
votive candles blinks. A low chanting emanates from above and you 
inch further to see what is going on. What you see makes you recoil 
in horror. 

You are beneath a temple of sorts. At the far end you can spy a huge 
stone throne on which sits a macabre figure. Though its frame is mas- 
sive, its limbs are desiccated and rotten. Atop the creature’s head is a 
twisted crown of rusted iron and it leers over the congregation kneel- 
ing before it with baleful red eyes. A score of Ghouls abase themselves 
on the floor of the temple, whimpering and keening in worship of 
this undead lord. 

You are filled with indignation that such a creature should exist, 
lording over its foul minions, but you are also keenly aware of the 
importance of your mission. 


¢ If you wish to step out from beneath the iron grille and 
face this hideous creature, turn to 168. 


¢ If you would rather remain hidden and slip past it 
unseen, turn to 120. 


87 


You sprint up the passage to the north-west, with the Chaos Cham- 
pion in hot pursuit. His minions howl in your wake as he leads them 
on a leash like a pack of hungry dogs. 

The passage leads out into a large cave that stinks of pungent 
incense. A score of cultists lie entwined on the ground, writhing in 
abominable lust. Standing, watching the proceedings is a hulking fig- 
ure, bedecked in a cloak and hood of patchwork pastel shades, staring 
down, eyes wide with desire. 

As you enter, he looks up, roaring in anger at your intrusion, but 
you do not pause, tearing through the cave as fast as you can. The cult- 
ists leap to their feet, fury in their eyes at the disturbance, but before 
they have a chance to attack you, the Chaos Champion and his baying 
servants rush into the cave. 

The horde of naked cultists charge forwards, falling on the minions 
of Khorne with a blind fury. They slaughter the chained slaves, tearing 
at their flesh with bare hands, and begin to attack the Chaos Cham- 
pion. He swipes at them with his huge greataxe, lopping off limbs and 
scoring vicious wounds against his naked attackers, but soon their 
superior numbers overwhelm him, and he is brought to the ground. 

They howl as they tear him apart, but even in his death throes, the 
Champion of Chaos still fights back. You can only watch with a grim 
sense of satisfaction as the hooded Slaaneshi cult leader smashes his 
head in with a rock, before succumbing to his own wounds and fall- 
ing dead to the cave floor. 

It is now eerily silent after such carnage, but you nevertheless still 
have to destroy the remaining Chaos cultists. 


e Turn to 66. 


88 


- You feel the corruption that runs through the very walls begin to 
infect your body and soul. 


¢ If your Toughness is 3 or greater, turn to 343. 


e If the result is greater than your Toughness, turn to 26. 


89 


Herman sits in a corner of the inn, picking something from beneath 
his fingernail with a small knife. He looks up as you approach, seem- 
ingly unimpressed by your hulking figure. 

Lehmann introduces you, explaining you are here to investigate the 
recent disappearances. 

‘I've told you everything I know, Herman replies with a casual shrug. 
‘Now, I’m a busy man. Can I leave?’ 

Lehman turns to you with a questioning glance. 


¢ If you wish to show Herman what it's like to be 
interrogated by the Knights Panther, turn to 102. 


¢ Otherwise, if you have not done so already, you may 
talk to Paulo the Tilean merchant at 208. 


e Or Jurgen the innkeeper, turn to 140. 


¢ Or if you have now completed your investigation at the 
inn, turn to 396. 
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90 


You return to the chapterhouse of the Knights Panther for some well- 
earned rest. Removing your armour you lie down on your bunk and 
are asleep within seconds. 

Something awakens you from a dreamless sleep. The sky is darken- 
ing outside your window, and the bright light of Mannslieb encroaches 
on your room. Suddenly, there is movement, and you roll from your 
bed as a blade hacks down against your pillow, sending a flurry of 
feathers billowing into the air. Grasping your sword you stand to take 
on the assassins. 


Note: You do not have the benefit of armour for this combat. 


Assassin 


Weapon: 
Sword . xl 


Initiative: You 
Saves: None 


e If you win, turn to 197. 


e If you lose, turn to 4. 


You race along the corridor as the deadly spears continue to shoot 
across in your wake. The end of the corridor looms ahead, and you 
have almost made it to safety when one of the spears shoots out 
beneath you, slicing open your greave and cutting deep into your 
calf. 


Take 3 Wounds. 


Limping on, you finally manage to make it to safety as the last of the 
spears shoots across the corridor behind you, blocking your way back. 
Breathing heavily from your exertions, you carry on deeper into the 


crypt. 


e Turn to 86. 


ye 


Gerhardt screams as he is attacked, then falls silent as the assas- 
sin’s blade pierces his heart. As soon as the butcher is dead, the last 
assassin rushes from the shop and out into the street. Desperate to 
apprehend your last link to the insidious plot, you rush after him, 
seeing him disappear into the crowd. 


¢ If you wish to find a horse and ride after him through 
the throng, turn to 199. 


¢ If you would rather give chase on foot, turn to 103. 


93 


As you move east down the tunnel, the voices you can hear grow 
louder and it is not long before you recognise the speech as the Dark 
Tongue. Anger begins to well inside you and you grip your sword 
tighter, ready to face the foul servants of the hated enemy. 

You eventually reach a cave, dimly lit by torches. Chained in the 
centre are half a dozen cultists, their wrists manacled, their bodies 
bedecked in strange leather harnesses which they strain against in 
fury. Before them stands a grim Chaos Champion, his red and bronze 
armour shining in the candlelight. He bellows at them furiously, 
whipping them into a strange frenzy, seemingly preparing them for 
battle. 


¢ If you wish to rush the Chaos Champion and fight him 
while his minions are chained and helpless, turn to 
366. 


¢ If you would rather wait and watch the proceedings, 
turn to 236. 


94 


You administer your Healing Pack to the old man and he seems to 
calm himself somewhat. Remember to cross one Healing pack off 
your Adventure Sheet. You ask him his name, and he reveals he is 
Hanz, burgher of the tiny hamlet. You ask him what happened here 
and his eyes well with tears. 

‘They came from the forest howling and roaring, Hanz replies, 
staring into oblivion as he recalls the grim battle. ‘We didn’t stand a 
chance, but we put up a fight, and no mistake. It were their Shaman 
that done for us in the end. As the men fought bravely it cast a spell, 
talking in that foul speech and unleashing a deathly pestilence. It con- 
sumed all in its path, rotting the skin from bones. I only just managed 
to hide before the slaughter began...’ 

He trails off, and you realise that Hanz has seen more horrors than 
any man should have to endure. Patting the old man on the shoulder, 
you make to leave, but he suddenly grasps your wrist. 

‘Here; he says, pressing something into your palm. ‘Take this’ 

You look down to see it is a small statuette in the shape of a crow. It 
is a representation of Ranald, the trickster god of luck. 


If you wish to keep the Statuette of Ranald, mark it on your 
Adventure Sheet as a Backpack Item. 


With nothing else to see here, you and the rest of the state troopers 
leave Hanz and the hamlet behind you. 


e Turn to 165. 


23 


As the man walks past your hiding place, you move swiftly from the 
shadows, clamping your arm firmly around his throat while your 
other hand pushes his head forwards. He struggles, surprisingly 
strong within your grip, but he is no match for you. Within seconds 
you have throttled the life from him and lowered him to the cave 
floor. 

As you stand over the corpse, an idea begins to form in your mind. 
If you were to take the cult leader's cloak as a disguise you could make 
the rest of the cultists follow you, leading them against one of the 
other cults. 

Pleased with your cunning plan, you don his cloak and enter the 
cave, bellowing in your deepest voice for the crowd to follow you to 
battle. They are only too eager to please, standing and following as 
you exit the room. 


¢ If you wish to lead them south-east, turn to 262. 


¢ If you would rather take them up the south-west 
passage, turn to 382. 


96 


You lead the desperate flight from the temple with the elite Skaven 
Warriors hot in pursuit. A bridge looms ahead, and you beckon the 
prisoners across, turning towards the enemy and preparing to hold 
the way while they make good their escape. 

‘Look, says a voice you recognise, and you turn to see Karl pointing 
at two discarded barrels at the far end of the bridge. ‘Blackpowder! I 
can rig it to blow the bridge if you can hold them for long enough! 

You nod your agreement, lifting your sword and incanting the 
ancient battle hymn of the Knights Panther as you prepare to hold 
the bridge. 


Fight the Skaven in the usual way, but instead of defeating them, 
note how much damage you inflict over five rounds of combat 
(you take damage as usual). 


Skaven Elite 


Initiative: You 
Saves: Shield (6) 


e After the fifth round has finished and you have added 
up the damage you have caused the enemy, turn to 55. 


¢ If you are reduced to 0 Wounds, turn to 362. 


97 


Which one of you will cause the diversion, and which will plant the 
blackpowder? 


¢ If you want to cause the diversion while Jodur sets the 
explosive, turn to 198. 


¢ If you would prefer Jodur to distract the Night Goblins 
while you handle the blackpowder, turn to 346. 


98 


Bravely you defend the way as the Skaven mob your position on the 
_ bridge. Your sword sweeps left and right, cutting down the vicious 
ratmen, lopping off arms and heads aplenty. Karl suddenly yells that 
the explosive is set, and you smell cordite on the air as he ignites a 
trail of blackpowder. 

Hacking down one last enemy, you turn tail and flee across the 
bridge. The Skaven are close on your heels, but you dare not look back 
as you and Karl run for your lives. The subsequent explosion throws 
you from your feet, and you crash to the ground in a pile of rubble. 

When you rise again, you see the bridge is destroyed, with the 
Skaven on the other side yelling at you in fury. Allowing yourself a 
victory smile, you and Karl head off to lead the prisoners to safety. 


e Turn to 287. 


99 


You fight valiantly, but the Night Goblins are desperate foes, and you 
are hard pressed to bring them down. With a frenzied cry, you see 
yet more of the foul creatures approaching from down the corridor 
behind you. 

With your escape route cut off, you fight on with Jodur by your side, 
dismayed as more and more attackers begin to swamp the tunnels. It 
is only a matter of time before you are cut down. The last sight you see 
is Jodur being beaten to a pulp by half a dozen Goblin maces. 


Your adventure is at an end. 


100 


You try to explain that you do not have time for such a trial, but the 
priest is adamant, explaining that the dangers below are much greater 
than facing a single foe - he cannot be responsible for your death if 
you are not worthy; only Morr can decide who lives and who dies. 


e If you wish to change your mind and fight, turn to 254. 


¢ Otherwise, you can try the entrance at the Temple of 
Grungni. Turn to 161. 


¢ To go to the Graf’s mansion, turn to 369. 


e If you try another method to persuade the Priest of 
Morr to allow you entry through his temple, turn to 
294. 


101 


The slavemaster drops dead at your feet, still clutching his whip. 
You look up to see that Johann has done his job well, and most of 
the slaves are free and fighting back against the Skaven. You rush 
forwards to add your own sword to the revolt, routing the foul rat- 
men, who flee squealing into the myriad tunnels that lead off from 
the cave. 


e Turn to 340. 


102 


You grasp the edge of the table and fling it out of the way. As it 
spins across the inn you see Herman’s expression change from one 
of self-assuredness to horror. Your fist smashes into his face, and as 
you dispense the beating you can barely hear Lehmann in the back- 
ground, imploring you to stop. 

Within seconds, Herman is a quivering wreck on the floor, weeping 
in terror at your attack. 

‘Stop; he says between the tears and the blood. ‘I'll tell you every- 
thing. I never wanted anything to do with them anyway: 

‘Who?’ you ask, staring down at Herman with evil intent in your 
eyes. 

‘I don’t know who they are, but they're behind all this. They came 
to me asking for blackpowder. I told them to meet me here to pay up. 
I suppose after they handed over the cash they decided to take one of 
the other patrons to the sewers. That’s where they've gone’ 

You glance at Lehmann, who looks shocked at this revelation. 

‘Here, take the money, I don’t want it any more’ Herman pulls out a 
crumpled piece of paper, offering it to you in shaking hands. You take 
the credit note for several hundred schillings. 


Mark this Credit Note on your Adventure Sheet as a Special 
Item. 


‘T'll have the watch take him into custody, says Lehmann. ‘And I'll 
have the nearest sewer entrance opened for you’ 


e Turn to 80. 


103 


You begin to barge your way through the mass of bodies, bellowing 
at the top of your voice for them to move from your path. 


¢ If your Strength is 3 or greater, turn to 291. 
¢ If your Strength is less than 3, turn to 36. 
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104 


You flee through the chamber, dodging past the Ghouls, who aban- 
don the corpse on which they are feasting and race after you, howling 
in fury. Ahead of you is another tunnel leading further into the crypt, 
and you head towards it as fast as you can. Before you can enter, one 
of the Ghouls swipes at you with its claws, catching you on the back 
of your neck. 


Loose 3 Wounds and reduce your Strength by 2. 


Desperately you head down the tunnel, with the frenzied cries of the 
Ghouls echoing in your wake. There seems to be no means of escape, 
and you are preparing yourself for battle when you see a rusted gate 
lying open ahead of you. 

Doing your best not to panic, you slam the gate shut behind you, 
wrestling the rusted bolt in place and locking the Ghouls in the tun- 
nel beyond. They snarl and whimper, beating themselves against the 
sturdy gate in their vain attempts to get at you. 

Resisting the temptation to throw them an obscene gesture, you 
continue deeper into the crypt. 


¢ If you have Wightbane, turn to 288. 


e If you do not possess any of this special herb, turn to 
12. 


105 


Karl approaches you, his face grim and covered in Skaven blood. 

‘The danger to the city has passed, he says, ‘but their accursed leader 
still lives. He is a powerful witch who dwells in their temple’ Karl 
gestures down a yawning tunnel to the south. ‘As long as he and his 
brood live, Middenheim can never be safe’ 

You nod in agreement, telling him and the rest of the freed slaves to 
stay here while you deal with the creature. Karl shakes his head. 

‘Do you think we'd allow you all the glory?’ he says, a wicked glint 
in his eyes. With that a cheer goes up from the crowd of slaves, and 
you realise you will have allies in your fight against the Skaven Grey 
Seer, whether you like it or not. 


* Turn to 265. 


106 


‘The Shaman’ you cry above the din of the Beastmen’s howls, point- 
ing at the hooded figure as it gesticulates wildly. ‘Fire!’ 

There is a deafening roar like a clap of thunder, as the handgunners 
concentrate their volley on the Shaman, blasting it to bloody ribbons 
before it can utter its foul spell. Before you can congratulate the men 
on their marksmanship, a bloodcurdling roar draws your attention to 
the opposite flank. From the foliage strides a hulking figure, its mus- 
cular frame covered in matted fur. 

It is the Beastman Chieftain, and you move forwards to face it in 


combat. 


Beastman Chieftain 


Weapon: 
Cleaver * x2 


Initiative: You 
Saves: Gor Armour (6) 


e If you win, turn to 268. 


¢ If you are reduced to 0 Wounds or less, turn to 136. 
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107 


The Rat Ogre is dead, and the Skaven quickly become agitated, 
squealing profanities at you from the gallery above. Before any of 
them leap down to attack, you rush through the open gateway from 
which the Rat Ogre entered the arena. Blindly you run through the 
chamber beyond and into a dark passageway, which leads down into 
a rough-hewn tunnel. 

Suddenly there is light ahead, and with nowhere else to run, you 
head towards it. 


e Turn to 376. 


108 


‘I said what are you doing down here?’ you demand, looming over 
the cowering figure. 

Weasel’s expression suddenly changes from fear to rage. He snarls 
at you, revealing sharpened teeth, and he flings the cloak aside. You 
are shocked to see that instead of an arm, Weasel bears a writhing 
tentacle. 

Weasel is a mutant, and you are honour-bound to destroy him. 


Weasel 


Weapon: 
Tentacle * xl 


Initiative: You 
Saves: None 


¢ If you win the battle, turn to 371. 


* If youlose, turn to 4. 


109 


~ You grit your teeth against the stain of Chaos which runs rife through 
this part of the mountain, moving forwards as best you can. Before 
long you see the end of the tunnel ahead, and hurry towards it, leav- 
ing the foul tainted warpstone behind you. As you exit the tunnel, 
you see a sight ahead that fills you with anger. 

Dozens of Middenheim’s citizens labour at the rock face, chipping 
away at the mountain with crude picks, as others shovel rubble into 
wooden carts. As they work they are cruelly lashed by evil Skaven 
guards, who seem to take pleasure in their suffering. 

Presiding over this lamentable sight is a Skaven larger than the rest, 
his face covered by a leather mask as he wields a ten-tailed lash. 


e If you wish to rush forwards and attack him, turn to 7. 


e If you wish to try and free some of the slaves first, turn 
to 337. 


110 


You step forwards into the dimly lit temple, past the snarling Ghouls. 
At any moment you expect them to attack, but they stand back, 
allowing you to approach their cruel master. With a hideous bellow 
it charges forwards, and you issue forth a war-cry of your own before 
meeting it in combat. 


e Fight him at 155. 


111 


You move swiftly through the forest, and are relieved as the sound of 
your pursuers is soon lost in the dense trees. 

Your path meanders on, and the sky grows dark. Just as you think 
you might have to spend the night alone under the stars, the faint 
smell of burning wood reaches your nostrils. You press on, and the 
sound of battle becomes clear, ringing out ahead. Your heart begins to 
drum against your chest, and you grip your sword tightly at your side 
as you see the battlefield ahead. 

A lone temple to Shallya, the Goddess of Healing, is ablaze. Before 
it a battle is taking place as a group of beleaguered defenders tries to 
repel a Beastman attack. Gripping your sword, you prepare for battle. 

Quickly you assess the fight that rages before you. 

A line of state troopers desperately holds back the horde of Beast- 
men, and you can tell that they do not have long before they will be 
broken and overcome. But before you can move forwards to aid them, 
a sudden scream peals out from within the Temple to Shallya - one of 
the priestesses is still inside! 


¢ If you wish to join the battle and aid the state troopers, 
turn to 185. 


¢ If you wish to rush into the burning temple, turn to 18. 


112 


You take the jar from your backpack, weighing it in your hand to 
judge its weight and the required heft you will need to hit your tar- 
get, before you fling it across the cave. The jar smashes at the feet of 
the Chaos Champion, releasing a swirling mass of pestilence that 


immediately begs to feed. It crawls up the champion’s legs, eat- 
ing away at his armour as he begins to howl in pain and fury. His 
chained minions, who wear no armour, suffer a similar fate as the 
roiling mass of filth begins to eat away at their flesh. 

The stinking miasma grows as it consumes the cultists, and before 
you have a chance to retreat, it spreads towards you, hunting for more 
flesh to consume. You race from the cave as the sounds of the cultists’ 
screams fade. When you have retreated far enough you look back, 
glad that the spreading cloud is no longer pursuing you. However, 
you still feel unclean at what you have done, somehow feeling cor- 
rupted by being in close proximity to such pure pestilence. 


Gain 2 Taint. If you possess Shallya’s Blessing you may take it 
now to counteract these effects, but remember to remove it from 
your list of Backpack Items. 


There are still two more cults to destroy. 


e Turn to 196. 


113 


There is a blinding flash of light as the Sorcerer summons forth vile 
Chaos energies. You scream as your body is immolated in a writhing 
purple conflagration. 


Your adventure is at an end. 


114 


With a swift swing of your blade you decapitate the Beastman before 
he can warn the rest of the camp. Before his body has even hit the 
ground you have raced into the cover of the surrounding forest, 
determined to leave this grim scene behind you. 

The surrounding undergrowth is thick, and claws at your armour as 
you pass by. Eventually you reach a clearing with two paths leading 
from it. 


¢ If you wish to press north, turn to 111. 


¢ If you would rather head west, turn to 286. 


Lis 


Which of your items will you use? 


¢ If you have the Dwarf Grenade and wish to use it, turn 
to 381. 


¢ If you wish to use Shallya’s Blessing, turn to 162. 


¢ If you wish to try and use the Statuette of Ranald, turn 
to 49. 


¢ If you have a Bone Totem and wish to use it, turn to 32. 


¢ If you do not possess any of these items, or do not wish 
to use them, turn to 129 to fight the Grey Seer, but note 
that your hesitation means you have lost the Initiative 
in combat. 


116 


You leave the corpses of the Ghouls behind you, unwilling to search 
their foul bodies for anything of value. As you make your way deeper 
into the mountain a sudden wave of nausea sweeps over you. You 
stagger against the wall and retch up a stream of green bile. Placing 
your hand to your neck you touch one of the wounds inflicted by the 
Ghouls, noting that the skin is hot to the touch. 


¢ If you possess any Wightbane, turn to 288. 


e Otherwise, turn to 12. 


117 


The Rat Ogre towers above you, and you have scant seconds to decide 
which item to use against it. 


¢ If you have the Beastlord’s Horn and wish to use it, turn 
to 20. 


¢ If you have Shallya’s Blessing and wish to use it, turn to 
228. 


¢ If you have the Dwarf Grenade and wish to use it, turn 
to 370. 


¢ If you have none of these items, you will have to fight 
the beast. Turn to 315. 


118 


You find a clearing wide enough to allow you to swing your broad- 
sword freely. Planting your back against the bole of a mighty oak you 
await the howling Beastmen. It does not take long before the first 
of them rushes from the depths of the forest, its weapon raised as it 
attacks you. With a sweep of your blade you easily despatch your foe, 
but already more of the foul Chaos creatures are emerging from the 
shadows, clamouring to attack. 

You fight valiantly, your war-cry carrying far through the forest, but 
a blow from a Beastman axe drops you to your knees. The rest of the 
creatures are quick to take advantage, and you are cut down under a 
hail of savage strikes. 


Your adventure is at an end. 


119 


You charge forwards, hacking the first of the Skaven down before the 
rest can even reach for a weapon. They are quick to react, though, 
jumping to their feet to defend themselves as you strike at your next 
foe. 


Skaven 


Initiative: You 
Saves: Shield (6) 


¢ If you defeat them in 4 rounds or less, turn to 30. 
¢ If you take 5 rounds or longer, turn to 284. 


¢ If you are reduced to 0 Wounds, turn to 365. 


120 


You crawl laboriously beneath the temple, pausing at several points 
to glance up and ensure you have not been spotted. Despite the bulk 
of your armour and the cloying confines of the tunnel, you manage 
to pass unseen beneath the worshipping undead. 


e Turn to 259. 


ae a | 


You jump down into the pit and hack the first of the Skaven breeders 
to pieces. No sooner have you moved on to the next than the beast 
gives off a deep lowing sound, as though calling for help. You hack 
down at the creature, hoping to destroy it before its call for aid can 
be heard. 


Make a normal roll for damage. 
¢ If you score 2 Wounds or less, turn to 54. 


¢ If you score 3 Wounds or more, turn to 278. 


122 


The Drakwald is an eerie place, even with the bright midday sun 
peering through the foliage, but as you ride your grey charger at the 
head of a contingent of state troopers you feel no fear. Your patrol 
has been sent into the heart of the forest to root out the Beastmen, 
and you are determined your mission will be a success. 

Behind you, marching in tight formation, are the troops of Midden- 
heim, their white and blue uniforms tattered and filthy from the long 
weeks of campaigning. Despite this they are stalwart and reliable men, 
holding aloft the white wolf standard of the city with pride and stout 
determination. Amongst their number are handgunners and archers, 
ready to rain death on the enemy at a moment's notice. Beside them 
march swordsmen and halberdiers, their grim features showing them 
ready and willing to take on the enemy as soon as they are discovered. 

The path winds through the forest, and you are beginning to wonder 
if you are embarking on a fool’s errand when you espy something up 
ahead. Moving forwards, you see the path comes out into a wide clearing 
which used to make room for a small hamlet consisting of half a dozen 
wood-built houses. These houses are now nothing more than charred 
planks and ashes, and it is clear the Beastmen have passed this way. 

Ascout draws your attention to fresh footprints - the unmistakeable 
cloven hooves of the enemy - leading north-east. If you are quick, you 
may be able to catch the Beastmen who have set this village aflame. 


¢ Will you press on and pursue the Beastmen, turn to 
165. 


¢ Or take time to search the village for any survivors, turn 
to 330. 


123 


Both the Skaven lie dead at your feet, their blood mixing with that 
of their victims. 


* If you wish to search the chamber for anything of use, 


turn to 335. 


¢ If you would rather leave through the south exit, turn to 
331. 


* Or the west exit, turn to 148. 


124 


You charge forwards, howling curses at these foul creatures as they in 
turn rush to attack you. 


Ghoul 


Weapon: 


Claws a xl 


Initiative: You 
Saves: None 


¢ If you win the combat, turn to 279. 


¢ If you lose, turn to 4. 


125 


The evening is growing dark by the time you reach the warehouse. 
From the outside all seems calm, but you know that within a vile plot 
is afoot; one which you must stop at all costs. 

Without waiting to formulate a plan, you charge forwards, planting 
your shoulder against the door and smashing it inwards. Once inside 
you are greeted by a sight that sickens you. Candles lie on the ground 
giving off a baleful light by which you can see foul sigils scrawled 
onto the floor. More than a dozen robed figures huddle in a circle, 
chanting. 

On your entry they spin to look at you, furious that you have dis- 
turbed their ritual. As Lehmann and the rest of the watch rush the 
room, the cultists pull wickedly curved blades from beneath their 
robes and charge to attack. 

As the battle begins, you spot the high priest, wearing a macabre 
mask with a leering, bestial face. He snarls at you, raising his dagger 
high before leaping towards you. 


Cult Leader 


Dagger " xl 


Initiative: You 
Saves: None 


¢ If you defeat him, turn to 329. 


e If you are defeated, turn to 4. 


126 


You tell the priest of your esteemed deeds, and how you are one 
of the Graf's chosen warriors. He listens intently as you relate your 
victories of the past, and how you defended the city from the dread 
servants of Chaos during the recent invasion. 

When you have finished he nods in acknowledgment of your 
undoubted prowess. ‘All well and good; he says. ‘But you must still 
prove your worth’ 


¢ If you wish to change your mind and fight, turn to 100. 


¢ Otherwise, you can try the entrance at the Temple of 
Grungni, turn to 161. 


e Or the Graf's mansion, turn to 369. 


127 


You pick up the vial, pulling out the stopper with the intention of 
looking inside. As soon as you do so you realise your mistake, as 
a billowing cloud of warpstone essence wafts from the container’s 
neck. You stopper the vial immediately, holding your breath lest you 
inhale the foul cloud of concentrated corruption. 


¢ If your Toughness is 3 or greater, turn to 230. 


¢ if your Toughness is less than 3, turn to 26. 


128 


You smash your shoulder into the first of the Ghouls, knocking it 
back into the dust, but a second assailant grasps you by the leg, 
locking its arms around you like some undead limpet. You stumble 
forwards, and have not even hit the ground before half a dozen of the 
undead fiends are on you. 

You struggle against them with all your might but there are simply 
too many. To your relief, they do not attack, but merely drag you back 
to the centre of the temple to stand before their evil master. Now you 
know you have little choice but to face him. Taking up your sword, 
you prepare to fight. 


e Turn to 155. 


129 


The Grey Seer’s staff crackles with foul energies as you move to attack. 
This fight will not be easy. 


Grey Seer 


Weapon: 
S 
Staff is xl 


Initiative: You 
Saves: None 


e If you are victorious, turn to 391. 


e If you are vanquished, turn to 4. 


130 


‘The Shaman" you cry above the din of the howling Beastmen, point- 
~ ing at the hooded figure as it gesticulates wildly. ‘Fire!’ 

There is a deafening roar like a clap of thunder as the handgunners 
concentrate their volley on the Shaman, blasting it to bloody ribbons 
before it can utter its foul spell. Before you can congratulate the men 
on their marksmanship, a bloodcurdling roar draws your attention as 
the Beastman Chieftain charges into the fray. 

Instantly you ride forwards to face it in combat. 


Add 1 to your Weapon Skill for the duration of this combat as 
you are fighting from horseback. 


Beastman Chieftain 


Cleaver * x2 


Initiative: You 
Saves: Gor Armour (6) 


e If you win, turn to 318. 


¢ If you are reduced to 0 Wounds, turn to 190. 


131 


You follow the north-west passage until eventually you see a glowing 
blue light flickering up ahead. As silently as you can manage, you 
move forwards until you reach a small cave. Within you can see a 
figure in a flowing purple robe kneeling before a strange altar. The 
altar glows with a baleful light, and you can see its shape twisting 
and morphing as the lone figure prays in a fell tongue you do not 
recognise. 

The sight of this flagrant dabbling with the Chaos Powers fills you 
with rage. 


¢ If you have the Jar of Pestilence and wish to use it, turn 
to 227. 


¢ If you would rather leap to attack this foul Chaos 
Sorcerer, turn to 388. 


132 


As you leave the man behind his pitiful pleas turn into angry insults, 
but you are deaf to them - your only focus now on completing your 
mission. Leaving the cell area behind, you move on until the pas- 
sageway becomes more rough-hewn. 


e Turn to 376. 


133 


‘Wait,’ you say, rummaging in your backpack. ‘I have something that 
will help you.’ 

As soon as you take your eyes off Weasel there is a flash of move- 
ment. Weasel drops his cloak, and you barely have time to register his 
treachery before he attacks you. 

To your horror, you see that Weasel does not have a wounded arm 
at all, but a writhing tentacle. 

Weasel is a mutant, and you are honour-bound to destroy him. 


Weapon: 


Tentacle + xl 


Initiative: Weasel 
Saves: None 


¢ If you win the battle, turn to 371. 


¢ If you loose, turn to 4. 


134 


With a disconcerting amount of glee on his face, Jodur plants his cask 
of blackpowder amidst the barrels of fungus beer and attaches a long 
wick. You run from the cave as he strikes a flint, igniting the wick 
before rushing to join you in the safety of the tunnel. 

The explosion is deafening, and the tunnel is filled with the stink 
of smoke and the pungent smell of ale. Together you race from the 
scene, but you do not reach the safety of Jodur’s secret tunnel before 
you are intercepted by four Night Goblins, eager to investigate the 
explosion. 

You must fight two of them, as Jodur takes on the rest. 


Night Goblin 


Initiative: You 
Saves: None 


¢ If you beat them in four rounds or less, turn to 399. 


¢ On the fifth round of combat, or if you are reduced to 0 
Wounds, turn to 99. 


135 


Before the Grey Seer can finish its vile summoning, a blast of incan- 
descent light sears forth, blasting the creature to pieces. You look up 
to see a figure you recognise, dressed in purple robes - the Chaos 
Sorcerer you defeated earlier in your quest. It appears he has relent- 
lessly pursued you in his quest for vengeance. 

‘No one shall rid me of the pleasure of killing you; he says, taking 
a step forwards. 


¢ If you wish to fight the Chaos Sorcerer, turn to 174. 


° If you feel you are too weak after your battle with the 
Grey Seer and would prefer to flee, turn to 74. 


136 


You wake to the sound of braying and the stink of burning meat. 


Reduce your Wounds to 1. 


Opening your eyes, you can see with blurred vision that you are 
in the putrid camp of the Beastmen. As your vision clears and you 
gradually come to your senses, you realise you are tied to a thick 
stake, hammered into the ground in the centre of what appears to be 
a charnel house. The mutilated bodies of a dozen state troopers lie 
all around, while one of them burns on a spit. The Beastmen seem 
to have done this for their own amusement rather than the need to 
cook their meat, as you can see several of them on the periphery of 
the camp gorging themselves on the raw remains of your former 
comrades. 

None of them seems to realise you are awake, and it is with ris- 
ing panic that you realise they have saved you for last, most likely to 
torture you before tearing off your limbs and consuming them in a 
feeding frenzy. 

You feign unconsciousness, all the while working loose your bonds. 
Just when you think the Beastmen will lose patience and begin their 
feast, you manage to loosen the ropes that bind your wrists. 

While the Beastmen are distracted, you slowly rise under cover of 
darkness, grabbing your sword and backpack that lie discarded nearby, 
and make your way towards the tree line. Before you can make good 
your escape, a bestial figure walks from the shadows, spotting you in 
mid-flight. 

You attack, trying to slay the Beastman before it can alert its foul 
brethren. 


Initiative: You 
Saves: Ungor Armour (6) 


¢ If you slay the creature in three rounds or less, turn to 
114. 


¢ On the fourth round of combat, or if you are reduced to 
0 Wounds turn to 229. 


137 


You lie helpless, raising your arms in a meagre defence as the Chaos 
Champion brings his greataxe down with a guttural cry to the Dark 
Gods. 


Your adventure is at an end. 


138 


You wrench the Bone Totem from your backpack and hold it before 
you in a threatening manner, hoping this Chaos relic will have some 
kind of power over the undead creatures. Unfortunately the Ghouls 
do not even pause in their attack, as they race towards you, emitting 
a blood-curdling howl. 


¢ Turn to 124 to fight them, but note that you no longer 
have the Initiative. 


139 


You smash the last barrel, letting the dangerous blackpowder soak 
into the damp floor. Smiling to yourself, you notice a bung from one 
of the barrels on the floor, and decide to take it for luck. 


Mark the Barrel Bung on your Adventure Sheet as a Special Item. 


Before you have a chance to flee further down the tunnel, three Skaven 
burst into the room, their eyes flashing with fury at what you have done 
to their stockpile of explosive. Hastily you move forwards, keen to kill 
them before more Skaven arrive, alerted to the sound of your battle. 


Skaven 


Initiative: You 
Saves: None 


¢ If you win you may press on south before more Skaven 
arrive, turn to 28. 


¢ If you are reduced to 0 Wounds, turn to 365. 


Lehmann leads you to the rear of the inn, where the innkeeper sits 
nursing a tankard of ale. 

‘Jurgen; says the sergeant, ‘this is Absalom Kross, a Knight Panther 
come to investigate the disappearance of your guest’ 

Jurgen simply stares into the bottom of his tankard, a miserable 
expression on his face. ‘Ain't got nothing more to say, he moans, 
‘business has been ruined since it happened’ He glances up, brighten- 
ing slightly. ‘Course, if you were to make it worth my while I might 
be able to recall something of importance. Five schillings might just 
about do it’ 


¢ If you wish to pay Jurgen for his information, turn to 
274. 


¢ If you would rather beat the information out of the 
innkeeper, turn to 354. 


¢ Otherwise, if you have not done so already, you may 
talk to Paulo the Tilean merchant at 208. 


¢ Or Herman the weaponsmith at 89. 


¢ Or if you have now completed your investigation at the 
inn, turn to 396. 


141 


As you move further down the tunnel, you start to get a curious feel- 
ing deep in the pit of your stomach. Looking around, you see a vein 
of glowing green rock running along the wall of the tunnel through 
which you are moving. Warpstone! 


What is your current Taint score? 
e If it is 1-2, turn to 343. 


e If it is 3-4, turn to 88. 


e If itis 5 or more, turn to 26. 
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142 


You swing your sword with a cry of fury, decapitating the cult leader, 
but even as his body falls to the floor, the executioner completes 
his work. The maiden screams in terror as he hacks down with his 
scythe, severing her head and spilling her blood on the floor of the 
warehouse. You cut him down with a back swing of your sword, but 
something inside tells you it is too late. 

There is sudden silence. You can only watch in horror as a black gate 
begins to coalesce in the centre of the room, summoned by the com- 
pletion of the foul ritual. A sickly sweet smell engulfs the warehouse 
as something steps forth on clawed feet, and you move forwards to 
greet whatever foul being has been summoned. 

As you brandish your blade, a Daemonette of Slaanesh walks from 
the black gate, hissing in delight at being released into the plane of 
man. More figures move behind it, capering beyond the gate, and you 
must act quickly before a horde of these beings is unleashed on the 
city. 


Daemonette of Slaanesh 


Pincers 5 x2 


Initiative: You 
Saves: Daemon Flesh (4) 


e If you win, turn to 352. 


¢ If you lose, turn to 4. 


143 


You easily evade the first Zombie’s clumsy attack, dodging past 
another as it stumbles from the darkness. With rising panic you flee 
past the shambling creatures and into the corridor that leads from the 
huge crypt. When you have moved far enough, you lean against the 
wall panting for air. 

As you recover, you feel a sudden pang of shame at your cowardice 
in the face of these pitiful creatures. 


e Move on to 175. 


144 


You fit the last of the wicks into the barrels, and run a trail towards 
the edge of the cavern where you intend to conceal it beneath loose 
rock and shale. Unfortunately, your touch is not quite as delicate 
as you would like, and you tug at the wick too hard. Several of the 
concealed barrels are tugged from their hiding places, falling to the 
ground and shattering, spilling their contents. 

Before you can think of what to do, several more Night Goblins 
suddenly race from the tunnel opposite, alerted by the noise, and you 
have no choice but to flee back to the Dwarf defences before more of 
their evil brethren come after you. 


e Turn to 186. 
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145 


Reluctantly you agree to Gerhardt'’s demands, guaranteeing him 
clemency, though it pains you to do so. 

‘The ritual will take place in the Merchant District, the warehouse to 
the north of the Vendigplatz. That's all I know, I swear it’ 

Leaving the butcher's shop, you and Sergeant Lehmann immedi- 
ately gather reinforcements from the watch. You have no idea what 
awaits you in the warehouse, but it is better to arrive mob-handed, 
under the circumstances. 


e Turn to 125. 


146 


The College of Music is a huge circular building near the Neumarkt- 
Eastgate district of the city. Despite its close proximity to the eastern 
wall it is remarkably intact compared to other buildings surrounding 
it, which have succumbed to the sustained artillery fire of the enemy 
during the recent siege. 

Sergeant Lehmann leads the way, and you walk up the marble stair- 
case, hearing the lilting sound of a harp coming from one of the many 
corridors that leads off from the main entrance hall. 

‘It was the night watchman who was taken; says Lehmann. ‘Just 
vanished in the night. There are no witnesses, but three people were 
present in the building at the time of the abduction - Demelza Bra- 
sch, the Kislevite opera singer; Kurt Weiner, the famous fiddler; and 
the composer Pieter Trotsk. These are artists, remember, and figures 
of renown in Middenheim society - I suggest we treat them with the 
sensitivity that entails. So, who do you wish to interrogate first?’ 


¢ If you wish to question the Kislevite opera singer, turn 
to:359. 


¢ If you want to start with Kurt the fiddler, turn to 5. 


¢ If you would rather begin your questioning with Pieter 
Trotsk the composer, turn to 334. 


147 


You head north-east, keeping your sword drawn as you make your 
way along the tunnel. A sickly sweet smell greets your nostrils and the 
buzzing of flies grows louder the further you travel, until eventually 
you see a wide cave before you. 

A dozen figures in threadbare robes kneel before a twisted altar. 
They chant in fell voices that offend your hearing, and the smell of 
pestilence is almost unbearable. The altar itself seems made up of rot- 
ting meat, lashed together with knotted and frayed rope. A swarm of 
flies dance around it, and it takes all your strength not to retch. 

Fury overcomes you, and you step into the cavern, bringing your 
sword down against the exposed back of the first cultist. With his 
death you are gripped by a sudden need to destroy everyone in the 
room, your anger growing as the cultists see you, crying in alarm as 
you begin your gruesome work. 

Though they try to escape, you bar the way, hacking down any who 
approach. They are no match for your furious might, and within 
moments you have slaughtered every last one of these hideous cultists. 


e There are still two more cults to eradicate, turn to 322. 


148 


The passage ends at what appears to be a huge laboratory. Vials 
and glass containers bubble, as strangely coloured concoctions are 
distilled. Specimen jars line the walls containing an array of pickled 
animals and body parts. 

The most grotesque thing of all is the foul Skaven at the centre of 
the room. He wears a smock in some kind of twisted mockery of a 
chirurgeon, and in his paws he expertly wields a scalpel as he dissects 
the human corpse lying on a slab. 


¢ If you wish to slip past this hideous scene and continue 
with your mission, turn to 61. 


¢ If you wish to attack the Skaven chirurgeon, turn to 
209. 


¢ If you would rather interrogate him for information, 
turn to 333. 


149 


You hold up your sword in a defensive posture, awaiting the spectre’s 
inevitable attack, but it does not come. The undead creature merely 
regards you with an appraising eye. Then it speaks, and its voice car- 
ries the weight of centuries: 

‘Many have passed here, Absalom Kross, but none have returned. 
What awaits you ahead is perilous indeed’ 

‘How do you know my name?’ you demand. ‘Who are you, creature?’ 

‘That is of little import/ says the glowing warrior, ignoring your 
barbed question. ‘What matters is that you destroy the King Beyond 
the Crypt. He grows his army, waiting for the day when he might rise 
from his prison here in the Fauschlag. He must be stopped. Help me 
in this, and you will be rewarded’ 

Before you can ask any further questions, the coruscating light 
around the spectre suddenly ignites, becoming almost blinding. You 
shield your eyes, and when eventually you can look, the spectre is 
gone, but your lantern is lit once more. 

On the ground, illuminated in the light of your lantern, is a small 
amulet on a chain, in the shape of a wolf's head. Picking this item up, 
you feel it is cold to the touch. You decide to keep it. 


Mark the Spectre’s Amulet on your Adventure Sheet as a Special 
Item. 


Picking up your lantern, you continue down the passage and deeper 
into the crypt. 


e Turn to 301. 


150 


The Templars begin their ministrations and the prisoner’s screams 
begin to ring out, filling the cell with a cacophonous racket. 

Roll 1D6. 

¢ If the result is 1-3, turn to 154. 

¢ If the result is 4-5, turn to 41. 

¢ If the result is 6, turn to 189. 


You follow the westward passage towards the glowing light, trying to 
be as silent as possible so as not to attract attention. The passage ends 
at a small cave, and within you can see a kneeling figure in a flowing 
purple robe, before a strange altar. The altar glows with an unnatural 
light, and you can see its shape twisting and morphing as the lone 
figure prays in a fell tongue you do not recognise. 

Rage builds inside you at this flagrant dabbling with the Chaos Pow- 
~ ers and you step forwards, raising your sword to attack. Before you 
can strike, the figure turns and you see his face - saturnine features 
surrounding a pointed beard. 

‘No, wait!’ he shouts, raising his hands in alarm. ‘Don’t kill me, I 
can help you!’ 


¢ If you wish to attack, turn to 176. 


¢ If you would rather listen to what he has to say, turn to 
295. 


152 


You evade a desperate swing of the Sorcerer's staff, plunging your 
sword into his chest and piercing his black heart. He slides back from 
your blade and falls in a heap as you stagger back, heaving breath 
into your lungs. 

It is with dismay that you look up from his body to see Skaven rein- 
forcements begin to flood the temple. These ratmen are much larger 
and more brutal than the other Skaven you have seen, and you know 
you will have no chance of defeating them if you try to do battle. 

‘Retreat!’ you cry, and at your order the prisoners disengage from 
their battle with the Skaven, and follow you as you withdraw from 
the temple. 


e Turn to 96. 


153 


You stand tall, your sword and shield held defiantly before you. From 
the undergrowth come more Beastmen, roaring as they charge. Your 
sword swings to left and right, and you make the first of the Beast- 
men pay a heavy price for their rash attack. But even as the nearest of 
their number fall, yet more of the foul beasts come streaming from 
the surrounding forest. 

You fight valiantly, but their numbers are simply too great. You are 
overwhelmed and cut down in a flurry of rusted blades. 


Your adventure is at an end. 


154 


You step back, staring at the prisoner, but he makes no movement. 
One of the Templars of Sigmar steps forwards to check for a pulse, 
then looks up at you and shakes his head solemnly. The man is dead. 

Little concerned by your overzealous treatment of the prisoner you 
leave the Temple of Sigmar with Sergeant Lehmann — having no clue 
as to how you will uncover the plot now. Just as you are about to lose 
hope, Lehmann turns to you. 

‘There is one final way we might get to the bottom of this. There may 
be someone at the Guild of Wizards and Alchemists who can help us. 
If we were to reveal to them what we have learned, they may be able 
to help us determine where this threat lies. If the servants of Chaos 
are working their foul magicks, perhaps they will reveal themselves’ 

With no other option you agree, and allow Sergeant Lehmann to 
lead the way across the city. 


e Turn to 298. 
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You must fight the Ghoul Lord to the death. 


Ghoul Lord 


Weapon: 


S D 
Iron Sword * x2 


Initiative: You 
Saves: Ancient Armour (4) 


¢ If you win the combat and possess the Spectre’s Amulet, 
turn to 163. 


¢ If you win the combat but do not possess this Special 
Item, turn to 188. 


¢ If you lose the combat, turn to 4. 
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156 


The Sorcerer stands panting for breath and you step out from the 
tunnel and challenge him. He smiles at you sardonically as you raise 
your sword and charge forwards. 


Sorcerer of Tzeentch 


Weapon: 
S 
Staff - x1 


Initiative: You 
Saves: None 


¢ If you win, turn to 2. 


e If he reduces you to 0 Wounds, turn to 40. 


157 


You follow the passage onwards, until it eventually becomes less 
well-hewn and more like the rough mining tunnels you are used to. 
Eventually the way is lit by bracketed torches, and you extinguish 
your lantern to retain the precious oil. 

As you move along the tunnel you see a figure ahead, hunched and 
twisted in the corridor. It wears filthy leather armour and a beaten 
helm atop its rat-shaped head. You recognise this beast as a Skaven 
— several years ago, you and your fellow Knights Panther, led by the 
Emperor's Champion, Ludwig Schwarzhelm, attempted to purge the 
sewers of Middenheim of these foul beasts. It does not surprise you 
that survivors of that cull still live within the Ulricsberg. 

Fury overcomes you at the sight of the mutant, and you cannot 
hold back as you charge down the tunnel and engage the creature in 
combat. It sees your approach, lifting a crude shield and drawing its 
serrated blade to fight you. 


Skaven Sentry 


Initiative: You 
Saves: Leather Armour (6) 


¢ If you win the combat, turn to 308. 


¢ If you are defeated, turn to 4. 


158 


With a final stab of your broadsword you kill the mutant, and it 
slowly sinks back into the filth of the sewer. Despite its viciousness, 
you doubt this creature had the intelligence to commit the crimes 
you are currently investigating. It is most likely the remnants of some 
poor unfortunate, tainted by Chaos and left to wander the sewers 
looking for food. At least you have granted it a final peace. 


e Turn to 201. 


159 


As you move through the room, you knock into one of the tables, 
tipping a specimen jar to the floor where it smashes, spilling foul 
smelling vinegar and the embryo of some unrecognisable creature. 
The Skaven chirurgeon spins around, regarding you with a look of 
terror as you rush to attack. 


Skaven Chirurgeon 


Weapon: 
Scalpel - xl 


Initiative: You 
Saves: None 


e If you defeat the chirurgeon, turn to 348. 


e If you are reduced to 0 Wounds, turn to 365. 


160 


You have failed in your mission to sabotage the Night Goblin supply 
of fungus beer. However, in the coming Dwarf assault you may be 
able to redeem yourself. 


Write the number 5 next to the number you have already noted 
on your Adventure Sheet. This should give you a two-digit section 
number, which you should turn to now. 


161 


You cross the city to the Wynd District, home to most of Midden- 
heim’s Dwarf populace, and the location of the Temple of Grungni. 
The entrance is not easy to find, hidden as it is in plain sight between 
two Dwarf workshops, but you know the city well and are familiar 
with most of its hidden wonders. 

The entrance leads down an alley and into an underground cave of 
sorts, where resides an intricately carved statue of Grungni himself, 
standing proudly with his trusty pickaxe. 

No sooner have you crossed the threshold than a rumbling voice 
calls out to you, ‘Who goes there?’ 

An old Dwarf trots forwards, looking suspiciously at you, but as 
he recognises your armour of office he instantly calms. Quickly you 
introduce yourself, and tell the Dwarf you are on a mission of great 
importance and require entry to the Underway. He looks at you 
doubtfully. 

‘My name’s Mungrim Dalgrim, and I've been the custodian of this 
temple since afore you were born. If I was to just let anyone in, ‘spe- 
cially a human, my reputation would be shot in this city’ 

You are about to explain just what kind of threat the city faces, when 
Mungrim continues. 

‘However, for one such as you exceptions can be made... If you're 
prepared to meet me halfway. If you take the knee before the statue of 
Grungni and swear an oath of fealty in his name, I'll have no choice 
but to allow you entry. What do you say?’ 

You will need to consider this carefully. The Knights Panther are 
dedicated to Sigmar and Graf Boris Todbringer. Were it to become 
known you had knelt before a Dwarf god, it may damage your reputa- 
tion, and that of your order. 


e If you wish to accept Mungrim’s proposal and swear an 
oath to Grungni, turn to 16. 


¢ If you refuse, you will have no choice but to choose 
another source of entry (if you have not done so 
already) at: 


¢ Morrspark, turn to 327. 


e Or the Graf's mansion, turn to 369. 


162 


You pull the blessed vial from your backpack and fling it at the Grey 
Seer’s feet. At first you think you may have wasted the precious tinc- 
ture, but suddenly a holy vapour starts to rise. The Grey Seer shrieks 
in pain as Shallya’s blessed might burns through his robe, leaving his 
tainted legs blackened and charred. 

Drawing your sword you move forwards to finish him off. Remem- 
ber to cross Shallya’s Blessing off your Adventure Sheet. 


Grey Seer 


Initiative: You 
Saves: None 


¢ If you win, turn to 391. 


¢ If you win, turn to 4. 
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163 


With a mighty blow you strike the head from the Ghoul Lord's shoul- 
ders. You quickly turn, expecting its minions to set about you ina 
vengeful fury, but they do not. Instead they stagger back, writhing 
in agony. Many fall to their knees, clutching at their eyes as though 
assailed by horrific visions. Each of them takes on a strange glowing 
blue hue, and the interior of the ancient temple becomes chill. 

The light from the Ghouls suddenly becomes blinding, and you are 
forced to shield your eyes. When you can open them once more, you 
see the creatures lying prone on the ground, quite dead. Above them 
stand ghostly spectres, clad in ancient looking armour and bearing 
shields and spears crafted in an age long passed. 

They regard you with the eyes of the dead, and you feel a grow- 
ing sense of dread well up inside you. However, they do not attack, 
instead moving aside to allow a figure you recognise to enter the tem- 
ple. It is the ancient spectre whose amulet you took when you first 
entered the crypt. He stands before you solemnly, then slowly smiles. 

‘You have done well, Absalom Kross. You have defeated the King 
Beyond the Crypt and freed the spirits of my carls. For this you will 
be rewarded’ 

He raises a glowing hand and you feel the amulet you took from 
him become hot. Looking down you see it has changed from bur- 
nished silver to black iron. 

‘When you need us, Absalom Kross, we will come: 

With that, the spectre bows his head, then fades to nothing. With 
their master gone, the ghostly carls also dissolve into nothing, leaving 
you in the midst of the temple surrounded by Ghoulish corpses. 

Wondering if the favour of a spirit is exactly what you wanted, you 
continue on your way. 


Remove the Spectre’s Amulet from your list of Special Items, and 
replace it with the Black Iron Amulet. 


You move on into another seemingly endless passageway until the 
temple of Ghouls is well behind you. The tunnel continues down, until 
eventually you reach what appears to be a hole carved into the rock. 
Peering down you spy another tunnel, faintly illuminated in the gloom. 

Securing your sword and equipment, you climb down into the 
deeper tunnels of the Ulricsberg. 


e Turn to 11. 
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164 


The eastern passage leads into a large chamber that stinks of festering 
meat. Peering inside you see rows of tables piled with body parts, 
buzzing flies dancing all around. Two Skaven dressed in leather 
aprons and carrying cleavers appear to be preparing these bodies for 
consumption. 

The sight turns your stomach, but you also feel anger well up inside 
you at these inhuman mutants. 


e If you wish to attack the Skaven, turn to 17. 


¢ If you would rather try to sneak past them and take one 
of the chamber’s exits, turn to 251. 


¢ If you would rather retrace your steps and take the west 
passage instead, turn to 252. 


165 


You follow the trail of hoofprints from the charred remains of the 
tiny hamlet. They move deeper into the Drakwald, and you and 
your men remain vigilant, expecting an attack every step of the way. 
Eventually the trail splits, with some of the Beastmen moving upland 
towards the north, while others delve deeper along the forest trail to 
the east. 


¢ If you wish to follow the trail north to higher ground, 
turn to 84. 


¢ If you would rather stick to the forest path to the east, 
turn to 244. 


166 


You goad the Sorcerer down the tunnel at sword-point, not daring to 
take your eyes off him, wary for any sign of treachery. A sickly sweet 
smell greets your nostrils and the buzzing of flies grows louder the 
further you travel, until eventually you see a wide cave before you. A 
dozen figures in threadbare robes kneel before a twisted altar. They 
chant in fell voices that offend your hearing, and the smell of pesti- 
lence is almost unbearable. The altar itself seems made up of rotting 
meat, lashed together with knotted and frayed rope. A swarm of flies 
dance around it, and it takes all your strength not to retch. 

Motioning to the Sorcerer, you silently order him in first. Reluc- 
tantly he steps into the cave in the midst of the stinking worshippers, 
raising his staff and chanting a foul spell of Chaos. A blinding light 
issues from the Chaos Sorcerer's staff, lancing into half a dozen cult- 
ists and blasting them to ashes. The rest of the stinking congregation 
leap to their feet and attack the Sorcerer in fury. 

You watch from the edge of the cave as a vicious battle ensues, with 
the Sorcerer evoking his deadly magicks on his attackers as they try to 
rip him to shreds. Eventually he is overwhelmed by sheer numbers, 
and falls to the ground as the filthy cultists beat him to death, tearing 
at his robes and the flesh beneath. 

As his screams finally fade, you charge from the tunnel, setting about 
the remaining cultists with your blade. Those that you do not strike 
down scream in panic, fleeing from the cave and into the darkness. 

Finally you are left alone in the cave among the dead, but you know 
there are still two more cults to defeat. 


e Turn to 322. 


167 


You unbolt the cell door and allow the man to step out. He smiles 
his thanks as he is joined by more dishevelled figures who limp from 
the darkness. They look equally as affected by exposure to warpstone, 
and you begin to wonder if you have made the right decision. 

‘Lam Johann, he says, extending a hand which you shake gingerly. 
‘We have been imprisoned here for weeks, and forced to mine beneath 
the city’. He gestures further down the corridor towards another tun- 
nel. The rest of the prisoners begin to open the rest of the cell doors, 
allowing more of their fellows to step out into the corridor. They are a 
sorry bunch and you cannot help but feel sympathy for them. 

When the last of them is freed, you lead them further down the 
tunnel, more determined than ever to mete out justice to those who 
have done this. Together with your new-found allies you move from 
the cell area into a rough-hewn passageway. 


e Turn to 141. 


168 


Gripping your sword tightly, you grasp the iron grille and push it 
upwards. Using the strength of your powerful legs you thrust the 
metal aside, flinging it across the temple in a rage, where it lands 
atop one of the worshipping Ghouls. The rest suddenly leap up from 
where they are praying, snarling in fury as they prepare to attack. 

Suddenly, a deathly voice cries out from the far end of the temple, 
as the Ghoul Lord issues forth instructions in its foul and ancient 
tongue. You prepare to fight the horde, but to your surprise they step 
back, creating a corridor between you and their vile master. 

The Ghoul Lord steps down from his stone throne, taking up a huge 
iron sword as he beckons you towards him. It is a challenge you are 
not about to decline, and you step forwards to duel with this undead 
beast. 


e Turn to 155. 


169 


Against your better judgment, you unbolt the door to the gaol cell 
and allow the man his freedom. He smiles as he steps out, closely fol- 
lowed by two other equally dishevelled figures. Before he can speak 
a word of thanks, a mob of Skaven come shrieking into the cell area. 
You turn, ready to take them on, but the prisoner and his fellows beat 
you to it - matching the ferocious squeals of the enemy with shrieks 
of their own. 

They fall upon the Skaven with a battle frenzy you would not have 
thought possible from such emaciated figures, leaving you with only 
one enemy to face. 


Weapon: 


Sword * xl 


Initiative: You 
Saves: Shield (6) 


e If you are victorious, turn to 187. 


e If you are defeated, turn to 4. 


170 


You sprint down the left tunnel, turning the corner in time to see 
your quarry fleeing up ahead. It fumbles at the lock of a sewer grate, 
but before it can open it you pounce. 

As you try to grab hold of the cloaked figure it spins, and you hear 
an inhuman snarl hiss forth from beneath its hood. A rusty sword is 
in its hand, and before you can speak you are locked in battle. 


e Turn to 307. 


171 


You feel an intense heat emanating from your backpack, and franti- 
cally you reach in and pull out the now glowing Bone Totem. A blast 
of searing arcane energy shoots from the Sorcerer's staff, but it seems 
drawn to the totem. There is a battle of light as the Chaos energies mix, 
entwining in an aethereal melee before exploding in a blinding flash. 


Remember to cross the Bone Totem off your Adventure Sheet. 


When you finally open your eyes you see the Sorcerer lying on his 
back, one half of his broken staff gripped in a claw-like hand. He 
quickly rises, pointing a bony finger in your direction. 

‘There will be a reckoning; he snarls. ‘Mark me, you will pay!’ 

With that he is suddenly consumed by a swirling whirlwind. By the 
time you grab your sword and rush to attack once more, he has evapo- 
rated in a swirl of purple debris. 

At your feet is the other half of the Sorcerer's staff, which you decide 
to take as a souvenir of your battle. 


Mark the Sorcerer's Staff on your Adventure Sheet as a Special 
Item. Also, gain 1 Taint for being in the proximity of such corrupt 
Chaos energies. 


e Turn to 319. 
172 


You cut the Beastman from shoulder to hip, hacking him down in a 
flurry of gore that spatters your face and armour. There is little time 
to revel in your victory, though, as one of the thick beams holding up 
the temple roof collapses to your left in an explosion of bright cinders. 

You grab the priestess, tossing her over your shoulder as you run 
from the temple, which has now turned into an inferno. You just 
manage to leap through the open doorway as the roof comes down. 

As you rise, preparing yourself for another fight, you are met by a sight 
that lifts your spirits. The battle has paused: Beastmen and state troopers 
alike stand watching the scene in the middle of the battlefield. In the open 
ground between the sides stand two champions - one the monstrous fig- 
ure of a Beastlord, the other a tall knight, facing his opponent bravely. 

It is with a twinge of pride that you realise this is Graf Boris Tod- 
bringer himself, the Elector Count of Middenland. 

With a roar the Beastlord advances, hefting its huge axe, and it is all 


you can do to stop yourself running forwards to aid the Graf. Your 
fellow Knights Panther stand to one side, watching, and you know it 
would only dishonour Todbringer were you to add your blade to the 
combat. This is a duel to the death - a match of champions - and one 
that the Graf will fight alone. 

The Beastlord attacks with an unbridled ferocity, hacking at Tod- 
bringer’s shield as though it were trying to fell a tree, but the Graf 
stands resolute, biding his time. As the Beastlord pauses, panting for 
breath, the Graf strikes forwards, piercing the creature’s armour with 
his blade - one of the fabled runefangs, a sword of unbridled power. 

There is a roar of pain as the Beastlord’s blood is spilled, and you 
stifle a cheer as Todbringer strikes again, swinging his weapon in a 
deadly arc. His attack is relentless, and the Beastlord stands no chance. 
Despite its superior size and bulk, it is brought down with a scything 
blow that slices its head in two. 

On seeing their leader bested, the rest of the Beastmen flee in panic, 
~ helped along by the vengeful blades of the state troopers. Within sec- 
onds the field is cleared, and the only Beastmen remaining are corpses. 

The Graf magnanimously accepts the adulation of his men, and you 
are about to walk forwards to add your own words of congratulation 
when a hand touches your arm. You turn to see the dishevelled figure 
of the Shallyan priestess looking up at you gratefully. 

‘You have saved me, she says, her face soot-blackened and covered 
in cuts and bruises. ‘Please, take this and my thanks’ She hands you a 
small vial containing what appears to be a clear liquid. ‘It is Shallya’s 
blessing, a potent healing tincture. May it serve you well! 


Add Shallya’s Blessing as a Backpack Item if you wish. You may 
drink it at any time to restore your Wounds score to its starting value. 


Thanking the priestess for her benefaction, you turn back to the 
Graf, only to find he has already ridden from the field. Before you can 
follow him, the stern figure of Mullen, the preceptor of your chapter, 
approaches you. 

‘Good work, Kross, he says, gesturing towards the temple. ‘You have 
done the temple and our order a great service. Come, we return to 
camp - the Graf has requested your presence’ 

Obediently you follow the preceptor as he leads you through the forest, 
and within an hour you enter the camp of Graf Boris Todbringer. Pennants 
fly bearing the standard of Middenheim and the family crest of the Graf, 
and you are quickly led to the command tent. Your brother knights who 
guard the entrance move aside to allow you entry, and you walk inside. 


e Turn to 178. 
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173 


You both crouch down, moving up on the Night Goblins in the dark. 
Luckily the tunnel drops to one side, concealing you from sight, but 
there is still a chance one of the sentries will spot you. 

Roll 1D6. 

e If the result is 1-3, turn to 29. 

e If the result is 4-6, turn to 3. 


174 


You spit on the ground before the Chaos Sorcerer, stepping forwards 
to see him defeated once and for all. 


Sorcerer of Tzeentch 


Initiative: You 
Saves: None 


e If you win, turn to 152. 


e If you win, turn to 4. 


175 


You continue through the tunnels of the crypt, moving ever down- 
wards into the bowels of the mountain, until you come out into a 
wide chamber. 

Here, the carvings on the wall seem much more primitive than previ- 
ously, and on closer inspection you can see inscriptions in an ancient 
language alongside images of bearded warriors atop intricately carved 
chariots. This section of the tunnels must date back thousands of 
years, possibly to the time of Sigmar himself. 

Before you have time to examine them further, a gust of chill air 
blows through the chamber, and your lantern is blown out. As you 
scrabble for flint and tinder in the blackness, a strange pale light 
begins to emanate from an adjacent corridor. 

As you watch, a spectral figure appears, its body clad in armour and 
furs, a mighty sword strapped to its back. On its head is a mighty 
helm and it seems to resemble one of the figures you saw carved on 
the wall. The spectre fixes you with a withering stare, then takes a 
threatening step forwards. 


¢ If you wish to flee down an adjacent corridor, turn to 
51. 


¢ If you wish to stand your ground against this undead 
creature, turn to 149. 


¢ If you would rather take the initiative and attack, turn 
to 344. 


176 


‘Die, heretic!’ you cry as you bring your sword down. With surprising 
vigour, the Chaos Sorcerer leaps out of the way, grasping his twisted 
staff in preparation to defend himself. 


Sorcerer of Tzeentch 


Initiative: You 
Saves: None 


¢ If you win, turn to 325. 


¢ If you win, turn to 4. 


177 


You stand ready to face the overwhelming swarm when the air turns 
chill. Before the rats reach you, a strange mist falls on the swarm 
from the shadows, giving off a deathly pale light. You can see figures 
amongst the fog, wielding blades and hacking into the rats with 
abandon. It takes scant seconds for them to vanquish the swarm, 
leaving nothing but a stain of gore on the cavern floor. 

When the slaughter is over, the mist dissipates, and you are sure you 
see the ghostly figure of the ancient king salute you before he disap- 
pears. You return his salute, before turning to lead the prisoners to 
their freedom. 


e Turn to 287. 


178 


You enter the command tent, taking a second to glance around at 
the interior. There is little adornment other than a pennant bearing 
the Graf's crest - a grinning skull at the centre of a black cross - and 
various large candelabrum bearing thick candles. 

Graf Boris Todbringer stands at the far end of the tent, poring over 
strategic maps of the area laid out on a wide oak table. You walk for- 
wards then take to your knee out of respect, dipping your head until 
addressed. 

‘On your feet, Kross; says Todbringer, and you look up to see him 
regarding you coldly. 

‘| have a mission for you, Todbringer continues. ‘Something is afoot 
in my city — something sinister. People are going missing, taken in 
the night, sometimes from their beds. There is unrest, Kross. Dissent. 
There is talk of riots in the streets. The people of Middenheim want 
me to return from the Drakwald to resolve this situation, but I cannot. 
My mission here is too important. That’s why I’m sending you’ 

You are about to protest, about to tell Todbringer that you are needed 
here where you can be of use, not in the city investigating a crime like 
a common watchman, when the Graf raises a hand to silence you. 

‘I know - I wish I could have you here by my side, but I must be seen 
to act decisively. You are one of my Knights Panther - one of my most 
trusted warriors. By sending you I show that I am willing to send my 
best. What say you, Absalom? Will you do this for me?’ 

You know you have little choice. 

‘Yes, my Graf/ you reply. 


e Turn to 37. 


BENEATH THE CITY OF THE WHITE WOLF 


179 


As you take a step towards him, the threat of violence clear in your 
expression, Gustav takes a step back, reaching for a black vial on a 
nearby shelf. Before you can reach him, he smashes the container at 
your feet, and it immediately gives off a noxious vapour. 


e If your Toughness is 3 or greater, turn to 52. 


e If your Toughness is less than 3, turn to 194. 


180 


You hack down the Squig and it falls, making a strange deflating 
sound as it does so. The Night Goblin Warboss screams in rage as he 
topples from his mount, lifting his sword and rushing you, screaming 
in fury at the death of his prized pet. With a mighty swipe of your 
blade you take his head off, spraying blood across the cavern floor. 

The braying of a horn heralds yet more Night Goblins as they rush 
into the cavern from the far exit. You see that there is no way the 
Dwarfs can defeat such a horde, and order the retreat. Many of the 
Dwarfs ignore your orders, attacking the greenskins with a cold hatred, 
but eventually you and Jodur manage to marshal a withdrawal from 
the cavern. 

You fight a rearguard battle along the tunnel until finally you make 
it back to the Dwarf defences. In the face of the barricade, the Night 
Goblins retreat back to their own territory, and you are finally left 
panting and bloodied, but safe. 

‘You fought well; say Jodur, when you have both rested. ‘Without 
their Warboss it maybe easier for us to finally rid these tunnels of the 
enemy, but there is still much to do. However, for your help I can at 
least take you to the entrance of the Undercity: 

You thank Jodur, telling him that you are sure he will be victorious 
in the end. Smiling grimly, he leads you through a series of tunnels, 
further into the bowels of the mountain. 


e Turn to 214. 
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181 


A foul smelling wave washes over you, but you manage to grab hold 
of the tunnel’s brickwork to avoid being smashed against the uneven 
stone. 

In an instant the wave is gone as quickly as it came, but you doubt 
you will ever be able to wash the stench from your clothes and 
armour. 

More eager to complete your mission than ever, you press on. 


e Turn to 201. 


182 


With a mighty blow you knock the Gatekeeper to his knees, sending 
his greataxe skittering across the stone floor. 

‘Wait!’ he says, raising his hands as you lift your sword for the killing 
blow. ‘You are worthy, Absalom Kross. I will open the gate: 

Slowly you lower your blade as the Gatekeeper rises to his feet. 


e Turn to 69. 


183 


You smash your shoulder into the first of the Ghouls, knocking it 
back into the dust, and drive your palm into the face of another as it 
attempts to take your leg out from under you. Several more reach for 
you, one managing to grasp your backpack, but you wrench it from 
the creature’s grip before racing into the tunnel. 

You can hear the Ghouls howling after you, but your strength and 
speed soon leave them behind. Within minutes you have lost them 
in the warren of tunnels beyond the Ghoulish temple and are alone 
once more, breathing heavily, relieved at your lucky escape. 

Before you continue on, you are dismayed to discover that in the 
melee, one of your Backpack Items was shaken loose and is now 
lost. 


Remove 1 Backpack Item of your choice from the Adventure 
Sheet. 


Annoyed at the loss, but glad to be alive, you continue further into 
the mountain. 


e Turn to 259. 


184 


What is the total number of Wounds you scored against the swarm? 


¢ If you inflicted 2 Wounds or less, turn to 356. 


¢ If you inflicted 3 Wounds or more, turn to 397. 


185 


You tush to join the battle, adding your own blade in the press of 
bodies. The fighting is grim, and you can smell the stinking breath of 
your enemies as you fight alongside the state troopers. 

With you joining the fray, you manage to push back the Beastmen, 
and the state troopers take heart, at last believing they can win against 
the foul Chaos beasts. That hope is dashed, though, as a deep bellow 
rings out across the battlefield. 


From the trees suddenly steps a huge creature, its shoulders almost 
twice as wide as your own. Its snout is stained red with gore, its eyes 
black as night as they stare at you with deadly intent. 

Both sides instinctively retreat, stepping back to allow you and this 
creature — the Beastlord of Chaos - to fight it out in single combat. 

With a snarl, the Beastlord raises its chipped and filthy axe, and 
advances. You have no choice but to face it in battle. 


Beastlord 


Initiative: You 
Saves: Armour (5) 


¢ If you win, turn to 24. 


¢ If you are reduced to 0 Wounds, turn to 261. 


186 


You have failed in your attempt to plant the explosives. Nevertheless, 
all is not lost, and you may still be able to defeat the Night Goblins. 


On your Adventure Sheet, write the number 3 down. This will be 
important for later. 


e Turn to 336. 


18 


Once the Skaven are dead, the man you first released approaches you. 

‘Tam Johann, he says, extending a hand which you shake gingerly. 
‘We have been imprisoned here for weeks, and forced to mine beneath 
the city’ He gestures further down the corridor towards another tun- 
nel. The rest of the prisoners begin to open the cell doors, allowing 
more of their fellows to step out into the corridor. They are a sorry 
bunch and you cannot help but feel sympathy for them. 

When the last of them is freed, you lead them further down the tun- 
nel, more determined than ever to mete out justice to those who have 
done this. Together with your newfound allies you move from the cell 
areas into a rough-hewn passageway before more Skaven arrive. 


e Turn to 141. 


188 


With a mighty blow you strike the head from the Ghoul Lord's 
shoulders. You quickly turn, expecting the Ghoul Lord’s minions to 
set about you in a vengeful fury, but they do not. Instead they stagger 
back, writhing in agony. Many fall to their knees, clutching at their 
eyes as though assailed by horrific visions. Each of them takes on 
a strange, glowing blue hue, and the interior of the ancient temple 
becomes chill. 

The light from the Ghouls becomes blinding, and you are forced to 
shield your eyes. When you can open them once more, you see the 
creatures lying prone on the ground, quite dead. Above them stand 
ghostly spectres clad in ancient armour and bearing shields and spears 
crafted in an age long past. 

They regard you with the eyes of the dead, and you feel a growing 
sense of dread well up inside you. However, they do not attack, instead 
moving aside to allow a figure you recognise to enter the temple. It 


is the ancient spectre from whom you fled when you first entered the 
crypt. He stands before you solemnly, then slowly smiles. 

‘You have done well, Absalom Kross. You have defeated the King 
Beyond the Crypt and freed the spirits of my carls. For this you will 
be rewarded? 

He raises a glowing hand offering you a black iron amulet. You 
know now that there is nothing to fear from this undead spectre, and 
take the gift that he offers you. 

‘When you need us, Absalom Kross, we will come’ 

With that, the spectre bows his head, then fades to nothing. With 
their master gone, the ghostly carls also dissolve into nothing, leaving 
you in the midst of the temple surrounded by Ghoulish corpses. 

Wondering if the favour of a spirit is exactly what you wanted, you 
continue on your way. 


Add the Black Iron Amulet to your list of Special Items. 


You move on into another seemingly endless passageway until the 
temple of Ghouls is well behind you. The tunnel continues down, 
until eventually you reach what appears to be a hole carved into the 
rock. Peering down you see another tunnel, faintly illuminated in the 
gloom. 

Securing your sword and equipment, you climb down into the 
deeper tunnels of the Ulricsberg. 


e Turn to 11. 


189 


‘Yes! Yes! I'll confess!’ screams the prisoner, unable to endure any 
further torture. ‘My contact was Gerhardt the Butcher. He runs a shop 
at the north of the Merchant District. He told me that something was 
happening tonight, but would not tell me what. If you want more 
information ask him!’ , 

You look to Sergeant Lehmann and he tells you he knows of the 
place. Eager to hamper the cult’s vile plot before it can do more harm 
to the city, you and the sergeant set off from the Temple of Sigmar 
with all haste, leaving the prisoner to the further ministrations of the 
witch hunters. 


e Turn to 243. 


190 


You wake amidst the dead of the battlefield. It is well into the 
evening and Morrslieb, the dark Chaos moon, is rising over the trees. 
Cautiously you rise to your feet, surveying the scene of carnage all 
around. Dead Beastmen lie amongst the vanquished state troopers of 
Middenheim, but the sounds of battle are now long silent. There is 
no sign of your horse; it has either fled or is now filling the bellies of 
the Beastmen that still lurk somewhere in the Drakwald. 

Your sword lies on the ground nearby, and you quickly grasp it, 
shaking your head clear. You must move on, before the Beastmen 
return to pillage the battlefield. You plunge into the surrounding foli- 
age, allowing it to conceal your flight. 


Reduce your Wound total to 1. You may use a Healing Pack 
if you wish. If you do, remember to cross it off your Adventure 
Sheet. 


11 


The Skaven are so preoccupied with their game that you manage to 
sneak past them unseen. 


¢ You may now exit the chamber by the south exit, turn 
to 67. 


¢ Or the eastern exit, turn to 148. 


192 


You follow the Night Goblins further into their lair, and are relieved 
when two of them turn off, leaving the stunned Dwarf with only one 
of their comrades. You take the opportunity to move forwards and 
kill the Night Goblin while the others are distracted. 

The Night Goblin is unaware that you are there, and you raise your 
sword to strike him before he can react. 


Roll for damage as you would normally. 
¢ If you inflict 3 Wounds or less, turn to 47. 


* If you inflict 4 Wounds or more, turn to 285. 


193 


You move down the tunnel, keeping your sword drawn and your 
wits about you. The pungent smell of incense grows stronger the 
further down the tunnel you move, until eventually you see a cave 
up ahead, lit by flickering red candles. You peer in, and see a sight 
that sickens you to your core. A score of cultists lie entwined on the 
ground, writhing in obscene lust. Standing watching the proceedings 
is a hulking figure, bedecked in a cloak and hood of patchwork pastel 
shades, looking down with wide eyes. 

Unable to contain your hatred any longer, you rush into the cave, 
raising your sword to attack the Chaos cultist. He reels back at your 
unexpected charge, pulling a ten-tailed scourge from beneath his robe. 

As you fight, the rest of the cultists forget their revels and run for 
their lives. 


Slaaneshi Cult Leader 


Scourge . xl 


Initiative: You 
Saves: None 


¢ If you defeat him there are still two more cults to 
eradicate, turn to 66. 


¢ If you lose, turn to 4. 


194 


You inhale a great lungful of noxious fumes and instantly drop to 
your knees. Before you can fight the effects you are overcome by 
drowsiness, falling forwards into unconsciousness. 

When you finally wake you are back at the chapterhouse. Night has 
fallen and you have no idea how much time has passed since you were 
knocked out. You rise from your bunk and hear a piercing scream 
echoing from the streets outside. From your window you see that part 
of the city is in flames, and people are rushing around in panic. 

Donning your armour you rush out to investigate, and it does not 
take you long before you discover the source of the crisis. 

A host of nightmarish daemons run rampant through the streets. 
Pale, lithe figures with delicate features and huge, crab-like claws 
cavort alongside pink and blue monstrosities of heaving protoplasm, 
fire dripping from fang-lined tentacles. Pustulant, one-eyed creatures 
shamble along, their touch spreading disease among the fleeing pop- 
ulace, while huge beasts in brazen armour wield great axes, cutting 
down the few guards brave enough to stand against them. 

Drawing your sword, you charge forwards to take on the foe, but 
you quickly realise your actions are in vain as you are attacked from 
all sides by the twisted creatures. Filth-encrusted blades and blood- 
soaked claws tear through your armour and flesh alike and as you fall 
to your knees, your last sight is one of the immense armoured dae- 
mons standing over you, swinging its axe towards your neck. 


Your adventure is at an end. 


195 


You stagger back, clutching at the painful wound in your side as the 
Guard of Morr halts his attack. The Priest of Morr steps forwards 
looking at you solemnly. 

‘Your skill is great, but you have not proven yourself worthy to enter 
though the temple. I am sorry, you will have to find another way into 
the Undercity: 

Before you leave, the priest binds your wounds as best he can. 


Restore 4 Wounds to your current total. 


e You may now try the entrance through the Underway 
beneath the Temple of Grungni, turn to 161. 


e Or beneath the Graf's mansion, turn to 369. 


196 


You are alerted to the unmistakeable sounds of battle echoing down 
a nearby passageway. Quickly you rush towards it, eager to extermi- 
nate the last vestiges of Chaos from these tunnels, when you see a 
scene of carnage before you. 

A score of naked cultists, their eyes wild and frenzied, attack a lone 
figure in bright purple robes. He carries a glowing staff from which he 
intermittently fires a baleful light that incinerates his attackers. Sev- 
eral times one of them breaks through his defences, threatening to 
bear him to the ground, but the Sorcerer seems more resilient than 
he looks, fighting like a caged animal, until he eventually vanquishes 
all his foes. 


e Turn to 156. 


197 


You hack down your second attacker, and he falls, clutching a wound 
in his side. Resisting the temptation to strike a killing blow, you grab 
the man by the scruff and drag him downstairs where a squire awaits, 
alerted by the sound of battle. You send the squire to fetch the watch, 
and Sergeant Lehmann is quick to heed the call. He and his men 
convey the squealing prisoner away, vowing that whatever secrets he 
harbours will soon be revealed. 

By the time you have donned your armour and walked from the 
chapterhouse a messenger is already waiting for you. 

‘The prisoner is at the Temple of Sigmar, says the man. ‘They have 
begun their interrogation, but the man’s accomplices have yet to be 
ascertained’ 

Nodding, you follow the man towards the Temple, eager to eradi- 
cate any further threat to the city, even if it means torture. 


e Turn to 353. 


198 


- You leap out from your hiding place, shouting in fury and the Night 
Goblins snarl back, eager to join the fray. 


Night Goblin 


Initiative: You 
Saves: None 


e If you manage to defeat the Night Goblins in 4 rounds 
or less, turn to 266. 


¢ On the fifth round of combat, turn to 357. 


¢ If you are reduced to 0 Wounds, turn to 99. 


199 


Without so much as a by-your-leave, you pull a nearby rider from 
his horse, leaping up into the saddle before he has a chance to spit 
a curse at you. Digging your heels into the steed’s flanks you set off 
through the crowd, shouting at them to move. The massed throng 
surges out of your path, all too eager to avoid being trampled beneath 
the horse’s hooves, and you quickly gain on the fleeing assassin. 


e If you wish to run him down with your steed, turn to 
263. 


e If you would rather leap from the saddle and tackle him 
to the ground, turn to 238. 


200 


You sprint down the right-hand passage, trying your best not to slip 
on the slick surface. Before long, though, you realise you have lost the 
cloaked figure in the maze of tunnels. 

Cursing your luck, you retrace your steps and take the passage from 
which you heard the strange noise. 


e Turn to 349. 


201 


The tunnel winds further on, seeming to delve deeper beneath the 
city, before branching in two. As you try and decide which way to go, 
you spot fresh tracks in the filth heading south. Before you can begin 
to follow them, a sudden noise echoes from the passage to the north. 


¢ If you wish to follow the tracks south, turn to 46. 


e If you would rather investigate the noise to the north, 
turn to 349. 


202 


The Skaven are so intent on their gruesome work that they do not 
notice as you slip by in the shadows. 


e You may leave by the south exit, turn to 331. 
¢ Or the west, turn to 148. 


203 


You move forwards, raising your blade high, ready to take on the 
burly Dwarf. 


Dwarf Gatekeeper 


Weapon: 
Greataxe * x2 


Initiative: You 
Saves: Dwarf Armour (5) 


¢ If you reduce him to 0 Wounds, turn to 182. 


¢ If you lose the combat, turn to 4. 


204 


You knock the assassin to the ground, slamming your foot down on 
his chest, just as Sergeant Lehmann catches up with you. Desperate 
for information, you both begin an on-the-spot interrogation of the 
man. Though it takes you some time, and a crowd gathers to watch, 
you manage to eventually beat the information you require out of 
him. 

He tells you that a ritual is planned for tonight in a warehouse north 
of the Vendigplatz. With no time to lose, Sergeant Lehmann gathers 
more members of the watch and you set off to the Merchant District 
to foil the cultists before they can wreak any more havoc. 


e Turn to 247. 
205 


You reach out to grab Paulo by his silken shirt when he bats your 
hand away with a lightning-fast reaction. The chairs are instantly 
flung aside and you both jump up, reaching for your weapons. 

Lehmann shouts at you to stop, but you are in no mood to back 
down to this Tilean fop. You must fight him. 


Paulo the Tilean 


Rapier * xl 


Initiative: You 
Saves: None 


The fight will last for two rounds before Sergeant Lehmann 
interjects, breaking up the battle and bundling you out into the 
street. 


e Turn to 396. 


206 


As you sneak past, one of the Night Goblins suddenly hawks and 
spits over the side of the gully. The vile gob misses you, but the i soe 
Goblin spots you crouched on the ground. 

Shouting a word of warning to Jodur, you raise your sword to defend 
yourself. 


¢ Turn to 292 to fight the Night Goblin, but note that you 
have lost the Initiative. 


207 


As you fight, one of the creatures manages to take a step back and 
let off a keening howl. You hack it down, but not before you realise 
it has raised the alarm. High-pitched squeaks and the stomping of 
footsteps echo from behind you, and you must act fast. 


¢ If you wish to flee down the south passage, turn to 373. 
¢ If you would rather run west, turn to 332. 


¢ If you would rather stand your ground and face this 
new threat, turn to 213. 


208 


Paulo sits in a corner of the inn, reading a thick book written in clas- 


sic Tilean script. 
Lehmann introduces himself, and the merchant looks up with a 


smile. 

‘I would love to help you; he says in his thick southern accent, ‘but 
as I have already said, I drink a lot and sleep all through the night. I 
not hear a thing’ 

Lehmann turns to you with a disconsolate shrug. 


¢ If you have had enough of being stonewalled, you may 
try a more aggressive approach with Paulo at 205. 


¢ Otherwise, if you have not done so already, you may 
talk to the innkeeper at 140. 


¢ Or Herman the weaponsmith at 89. 


¢ Or if you have now completed your investigation at the 
inn, turn to 396. 


209 


You charge forwards with your sword raised. The Skaven chirurgeon 
spins around, regarding you with a look of terror before defending 
himself with his scalpel. 


Skaven Chirurgeon 


Scalpel * x1 


Initiative: You 
Saves: None 


¢ If you defeat the Skaven chirurgeon in 3 Rounds or less, 
turn to 75. 


e If it takes you 4 Rounds or more, turn to 348. 


e If you are reduced to zero Wounds, turn to 4. 


210 


As the first Ghoul charges forwards you unstopper the vial given to 
you by the priestess of Shallya and fling its contents towards your 
attacker. As soon as the clear liquid touches the Ghoul’s flesh it 
begins to burn, as though you had covered it in acid. The creature 
falls back, howling in agony as the purity of the potion eats away at 
its tainted, undead flesh. In moments the creature is still, its face and 
torso melted away by Shallya’s holy power. 

On seeing their foul kinsman meet such a gruesome end, the other 
Ghouls turn tail and flee in fear that they might meet a similar fate. 


Remove Shallya's Blessing from your Adventure Sheet. 


Not wishing to hesitate lest the Ghouls regain their nerve and return, 
you quickly continue further into the crypt. 


e Turn to 86. 


211 


Before the fight can begin, the Gatekeeper halts. 

‘Where did you get that?’ he says, pointing at the medallion given to 
you by Mungrim Dalgrim. 

When you explain that you gave your fealty to Grungni in exchange 
for entry to the Underway, the Gatekeeper lowers his greataxe to his 
side. 

‘Well, why didn’t you say so? If that doesn’t prove you worthy I don’t 
know what does: 


e Turn to 69. 


az1Z 


You turn the corner, revealing yourself to the trio of sewer rats. At 
first they seem startled, but on recognising you as one of the famed 
Knights Panther they invite you to join them. 

You talk at length about the sewer, and they begin to tell you of 
the weird and terrifying things they have seen whilst maintaining 
the ancient tunnels - none of which puts you at your ease. When 
you apprise them of your mission, they look at one another gravely, 
before offering you a gift that may aid you. It is a lantern, specially 
designed for use in the tight tunnels. It pierces the darkness far better 
than the one you currently carry, and you thank them for their help 
before moving on. 


Mark the Tunnel Lantern on your Adventure Sheet as a Special 
Item. 


e Turn to 201. 


21S 


You grip your sword tightly, breathing the ancient litanies of the 
Knights Panther to steel yourself for the battle to come. The squeak- 
ing and stamping tread of the enemy grows louder until they burst 
in, their weapons raised, their eyes filled with hate. 

Bellowing your war-cry you charge forwards, meeting the Skaven 
as they rush to do battle. Your sword sweeps left and right, hacking 
down the hideous ratmen before they can bring their weapons to 
bear. You are soon caught in their midst, fighting a desperate melee 
as yet more of the creatures surge into the room. It is not long before 
you are overwhelmed, and your prodigious strength begins to wane 
in the face of such unrelenting numbers. 

Suddenly, you are struck a blow to the back of your head and you 
fall. The last thing you remember is the high-pitched squeals of the 
~ enemy as they batter you with the flats of their weapons. 


e Turn to 365. 


214 


Jodur leads you to what appears to be a hole carved into the rock. 
Peering down you see another tunnel, faintly illuminated in the 
gloom. Thanking him again for his help, you lower yourself down 
into the hole, into the deeper tunnels of the Ulricsberg. 


e Turn to 11. 


ZAS 


You move on into another room, this one resembling some kind 
of antechamber. Scrolls line the walls and a rickety desk sits in one 
corner covered in parchments and writing paraphernalia. Despite its 
studious nature, you can sense a deep corruption permeating the air, 
which almost makes you nauseous. 


¢ If you wish to search the room, turn to 289. 


¢ If you would rather move on through the south 
corridor, turn to 220. 


216 


Your trip to the College of Music has unfortunately borne little fruit. 


¢ If you have already visited the Inn of the Flying 
Buttress, your investigation is now over. Turn to 257. 


¢ If you have not already visited the inn, continue your 
investigation at 56. 


2L7 


As you rush into the cave to attack the Chaos Champion, he hefts his 
axe, taking on a defensive stance as though expecting your sudden 
charge. 


Champion of Khorne 


Greataxe °: xl 


Initiative: You 
Saves: Chaos Plate (4) 


¢ If you win there are still two more cults to eradicate, 
turn to 196. 


¢ If you lose, turn to 137. 


218 


You closely examine the Skaven weaponry, but discover nothing out 
of the ordinary — they are simple rusty hand weapons. However, your 
close examination has exposed you to the corrupted nature of the 
weapons, and you can almost feel it tainting your flesh. 


Gain 1 Taint. 


¢ If you have not done so already you may now examine 
the armour, turn to 313. 


e Or continue down the south passage at 360. 


219 


‘Donations are always welcome at the Temple of Morr,’ says the 
priest dourly, ‘but as you know, the servants of the God of Death are 
incorruptible.’ 

With that he turns and leaves you alone in the Morrspark. 

Feeling a little foolish at your rash actions, you leave to find another 
way into the Undercity (gain 1 Taint for your dishonourable deed). 


¢ You may now try the entrance through the Underway 
beneath the Temple of Grungni, turn to 161. 


e Or beneath the Graf's mansion, turn to 369. 


220 


The passage leads to another wide chamber. On each side of the 
room is a row of cells leading off into the gloom ahead. You move 
forwards, unable to see into the cells past the foreboding darkness, 
and become quickly unnerved at what might be hidden within. 

Suddenly, a figure appears at the grille of one cell door. He waves 
you forwards with an emaciated arm, and you can see he is a human, 
albeit a piteous excuse for one. 


¢ If you wish to move towards him, turn to 302. 


¢ If you would rather ignore him and press on with your 
mission, turn to 132. 


221 


You have no intention of searching the room for anything useful, but 
before you leave you catch sight of something on the ground. Look- 
ing closer you see it is a vial containing what appears to be a swirling 
mass of pestilent ichor. 


If you wish to take the Jar of Pestilence, mark it on your 
Adventure Sheet as a Backpack Item. 


¢ You may leave the cave via the north-east exit, turn to 
350. 


e Or the north-west exit, turn to 131. 


Doe 


Quickly you assess the battle that rages before you. 

A line of state troopers desperately holds back the horde of Beast- 
men, and you can tell it won't be long before they will be broken 
and overcome. But before you can begin to organise your men into a 
flanking attack, a sudden scream peals out from within the Temple to 
Shallya - one of the priestesses is still inside! 


¢ If you wish to join the battle and aid the state troopers, 
turn to 185. 


¢ If you wish to leap from your horse and rush into the 
burning temple, turn to 18. 


225 


You regard the poorly crafted arms and armour. 


¢ If you wish to examine the armour, turn to 313. 


¢ If you would rather investigate the weaponry, turn to 
218. 


224 


You move down the tunnel, keeping your sword drawn and your 
wits about you. The pungent smell of incense grows stronger the 
further down the tunnel you move, until eventually you see a cave 
up ahead, lit by flickering red candles. You peer in, and see a sight 
that sickens you to your core. A score of cultists lie entwined on the 
ground, writhing in obscene lust. Standing, watching the proceedings 
is a hulking figure, bedecked in a cloak and hood of patchwork pastel 
shades, looking down with eyes wide with lust. 

Suddenly, the hulking figure steps towards your hiding place, past 
the writhing bodies. 


e If you wish to leap out and attack him, turn to 309. 


¢ If you would rather ambush him as he walks by your 
hiding place, turn to 95. 


225 


As you strike the Daemon a mighty blow it falls back, bubbling and 
hissing on the cell floor and giving off a foul stench as it begins to 
boil away to nothing. Sergeant Lehmann steps forwards to view your 
handiwork, and you silently curse yourself now that your final link 
to the conspiracy that endangers the city is dead. 

‘There is one final way we might get to the bottom of this; says 
Lehmann. ‘There may be someone at the Guild of Wizards and Alche- 
mists who can help us. If we were to reveal to them what we have 
learned, they may be able to help us determine where this threat lies. 
If the servants of Chaos are working their foul magicks perhaps they 
will reveal themselves’ 

With no other option you agree, and allow Sergeant Lehmann to 
lead the way across the city. 


e Turn to 298. 


226 


You return to the sewer entrance where Sergeant Lehmann awaits. He 
looks pleased to see you, but when you inform him what you have 
discovered, his expression turns grave. 

‘The Undercity; he says, looking fearful. ‘I do not envy you that jour- 
ney, Herr Kross‘ 

It appears Lehmann will not be accompanying you on this part of 
your mission either. 

You rest for the better part of the day, before Lehman explains to you 
your options. It appears there are several entrances to the Undercity 
that are known to the city watch. You will have a decision to make. 


Restore your Wounds score to its starting value. 


e Turn to 14. 


227 


You take the jar from your backpack, weighing it in your hand to 
judge its weight and the required heft you will need to hit your target, 
before you fling it across the cave. The jar smashes at the feet of the 
Chaos Sorcerer, releasing a swirling mass of pestilence that immedi- 
ately begins to feed. It crawls up the Sorcerer's legs, eating away at his 
robes as he begins to howl in pain and fury. 

The stinking miasma grows at it consumes his flesh, and before you 
have a chance to retreat, it spreads towards you, hunting for more 
meat to consume. You race from the cave as the sounds of the Sorcer- 
er’s screams fade. When you have retreated far enough you look back, 
glad that the spreading cloud is no longer pursuing you. However, 
you still feel unclean at what you have done, somehow corrupted by 
being in close proximity to such pure pestilence. 


Gain 2 Taint. If you possess Shallya’s Blessing you may take it 
now to counteract these effects, but remember to then remove it 
from your list of Backpack Items. 


There are still two more cults to destroy. 


e Turn to 322. 


228 


You pull the vial of sacred liquid from your backpack, wrenching out 
the stopper and flinging it at the Rat Ogre. It does not even slow its 
stride as it lumbers towards you, claws raised threateningly. 


Remove Shallya’s Blessing from your list of Backpack items. 


e Turn to 315 to fight the beast, but make a note that you 
have lost the Initiative in battle. 


Ow de 


You strike the Ungor a vicious blow, and it staggers back, clutching 
at the bloody wound. Before you can end its life it opens its mouth 
~ wide and brays a warning to the rest of the camp. You turn in time to 
see a veritable horde of Beastmen rushing your way. 

Before you can make your escape you are surrounded, your sword 
slashing left and right. Despite the grave wounds you deal to the mass 
of creatures it is not enough to halt their onslaught, and you are even- 
tually borne to the ground. 

The last thing you see is the vicious face of a Gor as it raises its axe 
for one final strike. 


Your adventure is at an end. 


2aU 


You cough and gag, trying to expel the warpstone dust from 
your system. Blinking the foul substance from your eyes you are 
relieved that there has been no immediate effect, but you still feel 
violated. 


Gain 1 Taint. 
Thinking it best to move on, you quickly take the south passage. 


e Turn to 220. 


Sa ahs ee a ee ee ee eee 


231 


You press on into the sewer and it is not long before the light of 
the entrance is lost behind you. The further you venture, the deeper 
the foul smelling gunk grows, and soon you are wading knee deep 
through the city’s refuse. 

Up ahead, you see a fork in the passageway. 


e If you wish to go north, turn to 27. 
e East, turn to 60. 


° Or if you would rather head west, turn to 78. 


232 


As the executioner dies the high priest cowers back from your blade, 
but you are in no mood to be merciful. With a swift thrust you 
impale the cultist, and he emits a high-pitched scream from behind 
his mask, the ancient tome dropping from his fingers. 

The slaughter in the warehouse continues as the militia go about 
their bloody work with zeal. You add your own sword to the fray, 
dealing out the justice of the righteous and eliminating the cult once 
and for all. 

When the bloodletting is done, you lean against the wall of the 
warehouse to catch your breath. Sergeant Lehmann gives you a nod 
of praise, and you return it with a salute. 

You have saved the city. 


e Turn to 400. 


253 


You twist the wick into the final barrel when your foot slips on a 
loose rock. You and the barrel go tumbling to the ground and it 
smashes against a rock. There is the tiniest of sparks as the barrel shat- 
ters, but it is enough to light the blackpowder within. 

The barrel explodes, consuming you in a fiery conflagration. 


Your adventure is at an end. 


234 


With his dying breath, the Grey Seer finishes his summoning. Before 
you can move forwards to make sure the creature is dead, you hear 
the foreboding sound of thousands of tiny pattering feet. Scurrying 
from every crack and crevasse in the cavern comes a seething mass 
- of rats, summoned by the Grey Seer’s foul spell. The tide of vermin 
swarms the area, and quickly you sound the retreat. 

The prisoners disengage from their enemies, racing from the tem- 
ple. As you flee you see a bridge ahead - your only hope of escape. 


¢ Turn to 364. 


235 


You continue your way through the Drakwald, leading the hardy 
state troopers in your wake. The path meanders through the forest, 
and the bright sunshine gradually gives way to dark evening skies. 
Morrslieb, the dark Chaos moon, appears high in the sky, and you 
can only hope this is not some portent of doom. 

Before you have a chance to think on it, the smell of smoke assails 
your nostrils — up ahead, something is burning. You lead the way with 
all haste, urging your steed on through the trees until the sounds of 
battle can be heard on the night breeze. Your heart beats faster as you 
make your way towards it, and you finally see a grim sight in front of 
you. 

A lone temple to Shallya, the Goddess of Healing and Mercy, is 
burning. Before it a battle is taking place as a group of beleaguered 
defenders tries to repel a Beastman attack. Gripping your sword, you 
prepare for battle. 


e Turn to 222. 


236 


As you watch the Chaos Champion preparing his minions for bat- 
tle, an idea manifests in your head. If you were to draw the servants 
of Khorne after you, inciting them into following you to the lair of 
a rival cult, you might be able to goad them into eliminating one 
another. 

As the Champion unchains his leather-bound servants you rush 
into the cave, yelling from the bottom of your lungs. He hefts his axe, 
howling back at you from behind his great helm. 


¢ If you wish to lead him up the north-west tunnel, turn 
to 87. 


¢ If you would rather lead him down the south-west 
tunnel, turn to 372. 


257 


You charge forwards with your sword raised. The Skaven chirurgeon 
spins around, regarding you with a look of terror before defending 
himself with his scalpel. 


Skaven Chirurgeon 


Weapon: 
Scalpel # xl 


Initiative: You 
Saves: None 


e If you defeat the Skaven chirurgeon, turn to 348. 


e If you are reduced to 0 Wounds, turn to 365. 


238 


You jump from the back of the horse, grabbing the assassin and pull- 
ing him down as you land heavily on the cobbled street. 


Lose 3 Wounds. 
e Turn to 339. 


239 


You stagger back, trying to blink the foul substance from your eyes 
and spit it from your mouth. Your nostrils start to burn as you 
imbibe the foul warpstone dust and within the briefest of moments 
it is coursing through your system. 

You feel your body begin to contort and change. Falling to your 
knees, you gaze in horror at your arms as they shift and mutate, 
devolving into a mass of seething, bubbling flesh. Your last, horrified, 
thought before sanity escapes you is that you have become the very 
thing that your order exists to destroy - a Spawn of Chaos, mindless 
servant of the Ruinous Powers. 


Your adventure is at an end. 


240 


The passage continues downwards, and eventually comes out into a 
wide open chamber. Wooden caskets lie all around, some of them 
broken open, the bones and ragged clothing of their occupants plain 
to see in the lantern light. 

Before you can press on you hear a shuffling up ahead which chills 
your bones. Gripping your sword tightly, you stand ready as a sham- 
bling figure steps from the shadows. Its face is haggard and torn, fat 
maggots writhe in its hollow cheeks and its eyes are sunken and life- 
less within the withered head. 

It is an undead creature, most likely animated by magics unleashed 
during the recent invasion. As you prepare to attack, something shifts to 
your right, and another of the haggard zombies stumbles from the dark. 


¢ If you wish to fight these miserable creatures, turn to 351. 
¢ If you would rather try to flee past them, turn to 143. 


241 


You grasp a hot iron from the brazier and set to work on the prisoner's 
flesh. You demand to know who his co-conspirators are, telling him 
the pain will stop as soon as you have a name. 


Reduce the prisoner's Wounds by 2 and increase his Taint by 2. 


e If his Wounds and Taint are now the same number, 
turn to 189. 


e If his Taint is 10 or more, turn to 41. 


¢ If his Wounds are at 0 or less (even if his Taint 
simultaneously exceeds 10), turn to 154. 


¢ Otherwise you will have to continue with his torture by 
using the same method again (return to the top of the 
page). 

e Using the Blessed Waters, turn to 304. 


¢ Or your brute strength, turn to 77. 


242 


‘There is more news,’ says Lehmann, moving closer to you and 
lowering his voice. ‘The merchant Herman Manschampf is being 
interrogated as we speak by the Templars of Sigmar. He has revealed 
that his involvement in this plot goes deeper than that of an unwit- 
ting supplier. He has a contact in the city, but we have yet to ascertain 
who it is. Perhaps you would care to be present as we interrogate him 
further?’ 

You nod your agreement, eager to eradicate any further threat to the 
city, even if it means torture. 


e Turn to 353. 


243 


You kick the door of the butcher's shop inwards, smashing it off its 
hinges. Gerhardt the Butcher stands holding a cleaver, but as you 
draw your sword he drops it to the ground, begging for your mercy. 
You grasp him firmly by the throat, telling him you know of the plot, 
and demand to know what is going on. He tells you that a ritual is 
planned for tonight, and asks that you spare his life if he tells you 
where it will take place. But before you can consider his request, three 
figures step into the butcher's shop behind you. 

‘You were told to stay silent, Gerhardt; says one of them from 
beneath a dark hood. The trio draw their swords, and you turn to face 
them with Lehmann by your side. 


e Turn to 355. 


244 


As you lead the way along the trail, the forest becomes dense on 
either side. You and your men grow increasingly wary of attack, and 
even your stout charger becomes skittish beneath you. Suddenly your 
horse rears as it scents the enemy on the evening breeze. 

Heralded by a bestial roar, hulking figures burst from the thick 
undergrowth. They are foul to look upon, their matted hair covering 
muscular frames, their faces twisted in fury and baring sharp, yellow 
teeth. 

The Beastmen attack with an unbridled ferocity, their rusted and 
filthy blades raised high. What will you do? 


¢ If you wish to make a stand and defend your current 
position, turn to 42. 


¢ If you would prefer to retreat to less densely wooded 
ground, turn to 392. 


245 


You cut down the final assassin, ignoring him as he gurgles his last on 
the floor of the butcher’s shop. As you turn to Gerhardt you can see 
the fear in his eyes, but he is still determined to survive. 

‘There is not much time, he says. ‘Give me your word I will be pro- 
tected, and I will tell you the location of the ritual’ 


¢ If you wish to offer Gerhardt clemency, despite his 
truck with Chaos cultists, turn to 145. 


¢ If you refuse to compromise your principles, despite the 
risk, turn to 280. 


246 


You hack down the Squig and it falls, making a strange deflating 
sound as it does so. The Night Goblin Warboss screams in rage as he 
topples from his mount, lifting his sword and rushing you, scream- 
ing in fury at the death of his prized pet. With a mighty sweep of you 
blade you take his head off, spraying blood across the cavern floor. 

The sounding of a horn heralds yet more Night Goblins as they rush 
into the cavern from the far exit. You look to Jodur, who gives you a 
nod, and you instantly raise your sword. ‘Retreat!’ you bellow, your 
voice echoing up to the roof of the cavern. 

Instantly the Dwarfs obey your call, turning from the battle and flee- 
ing back the way they came. You are the last to leave, defending the 
way so the last of your Dwarf allies can escape. 

The Night Goblins are at your heels as you rush through the tun- 
nel, but no sooner have you done so than a huge explosion rings 
out through the cavern. You are blown off your feet, landing heavily 
amidst a cloud of dust and debris. When finally you can stand, the 
cavern behind you has collapsed, burying the Night Goblin horde 
beneath it. 

The Dwarfs give out a cheer, calling the name of Grungni, Jodur and 
Absalom Kross. 

You are victorious! 

Later, when the Dwarfs have finished picking off the Night Goblin 
stragglers and begin to quench their substantial thirsts from a huge 
barrel of ale, Jodur comes to you. 


‘You have done well’ he says. ‘Of course I will take you to the Under- 
city. But I think I owe you a bigger debt, and I always pay my way: He 
hands you a gold armband which you see has been carved with inter- 
locking Dwarf designs. ‘When you need us, we'll be there, he says. 


Mark the Dwarf Armband on your Adventure Sheet as a Special 
Item. 


You thank him, reminding him of the urgency of your mission, and 
while the rest of the Dwarfs begin to sing a bawdy series of drinking 
shanties, he leads you off through the tunnels. 


e Turn to 214. 


247 


Night has fallen by the time you reach the warehouse. From the out- 
side all seems calm, but you know that within a vile plot is afoot, one 
which you must stop at all costs. 

Without waiting to formulate a plan, you charge forwards, planting 
your shoulder against the door and smashing it inwards. Once inside 
you are greeted by a horrific sight. Candles line the ground, giving 
off an unnatural light by which you can see foul sigils scrawled onto 
the floor. More than a dozen robed figures stand in a circle, watch- 
ing silently as a sacrifice is about to be made. Lashed to the floor is a 
maiden in white, and standing above her are two figures. The first is 
a hooded executioner, bearing a massive scythe. The second is what 
appears to be some kind of high priest, chanting from an ancient 
tome, his face hidden behind a leering face mask. 

As Lehmann and the rest of the militia rush into the room the cult- 
ists pull wicked curved blades from beneath their robes, and charge 
to attack. The sacrifice is about to take place and you know you must 
stop it, but which of the cultists will you attack? 


e If you wish to charge the masked high priest, turn to 345. 


e If you would rather attack the executioner, turn to 395. 


248 


You walk along the bare rock corridor, noting that the stones become 
smoother the further you progress. Eventually you are walking along 
a square passageway, perfectly cut from the rock as though it had 
been lovingly crafted by Dwarf masons. 

As you progress, you hear an ominous click as you step onto a slab 
set in relief on the ground. Your heart skips a beat as a barbed spear 
suddenly cuts across the corridor to your rear, quickly followed by 
another. You do not wait to be impaled, as more spears begin to lance 
across the passage, pursuing you as you race towards the end of the 
corridor and safety. 


Roll 1D6. If you are not wounded (i.e. your Wounds score is at 
its maximum) you may add 1 to this roll. 

¢ If you score 1-2, turn to 62. 

¢ If you score 3-4, turn to 91. 


¢ If you score 5 or above, turn to 338. 


249 


You dig deep into your purse and count out the five schillings. 
Remember to mark five schillings off your adventure sheet. 


Gustav smiles as he slides the coins from the table and secretes 
them within his robe. You want nothing more than to wipe the smug 
grin from his face, but you realise there are more important things 
at stake. 


e Turn to 276. oe 


250 


As you light your lantern and peer into the tunnel ahead, you feel a 
slight billowing of stale air. 

‘May Morr only seek your enemies, says the priest, making the sign 
of the death god over you. 

‘There are many dangers in the crypts below. Foul creatures that defy 
Mort's will. Beyond that I cannot say, for any who have trodden fur- 
ther than the crypts have never returned’ 

You thank him for his help and step into the tunnel. No sooner have 
you taken a step along the dark passageway than one of the Guards of 
Morr slams the door closed behind you and you hear the squealing of 
deadbolts being secured in place. 

Steeling yourself for the trials ahead, you proceed along the dark 
tunnel. 


e Turn to 386. 


251 


While the Skaven are busy hacking the corpses to pieces, you steal 
into the room and try to sneak past them. 


Roll 1D6. 
e If the result is 1-3, turn to 59. 
e If the result is 3-6, turn to 202. 


ple i 


The west passage leads to a medium sized chamber. Before you enter 
you can hear inhuman voices conversing in a high-pitched tone. You 
draw closer, peering into the chamber to see a group of Skaven squat- 
ting on the ground, playing some kind of game which you cannot 
see. They are fearsome-looking creatures, bigger than those you have 
previously encountered, but they seem preoccupied with their game, 
and there is a chance you may be able to slip through the chamber 
unnoticed. 


¢ If you wish to keep to the shadows and sneak by to the 
tunnel that leads south, turn to 326. 


¢ If you would rather seize the initiative and attack them, 
turn to 119. 


¢ If you wish to retrace your steps and take the east 
passage, turn to 164. 


253 


At the death of the Chaos Champion, his chained minions begin to 
howl like hounds, mortified at the loss of their master. It is nothing 
for you to quickly silence them with your blade. 


¢ If you now wish to head north-west, turn to 193. 


¢ If you would rather take the south-west passage, turn to 
63. 


254 


You accept the priest's challenge, drawing your broadsword. 


Guard of Morr 


Greatsword * xl 


Initiative: You 
Saves: Plate Armour (4) 


¢ If you reduce the Guard of Morr to 5 Wounds or less, 
turn to 305. 


¢ If you are reduced to 5 Wounds or less, turn to 195. 


i ds Yo 


You feel an intense heat emanating from your backpack, and 
frantically you reach in and pull out the now glowing Beastlord’s 
Horn. It begins to burn your fingers and you fling it away towards 
the Chaos Champion’s feet. There is a flash of blinding light as 
the horn explodes, and you hear your opponent yell out in pain. 
When you are able to open your eyes there is no sign of the Chaos 
Champion, merely a hole in the ground that burrows deep into 
the mountain. 

You are unsure of quite what has happened, but who can work 
out the strange vagaries of Chaos. Relieved at your good fortune 
you suddenly notice something on the floor that shines in the 
dull torchlight. Looking closer you see it is a shard of the Chaos 
Champion’s shattered pauldron, which must have been blown off 
in the explosion. You decide to take the item as a trophy of your 
victory. 


Mark the Pauldron Shard on your Adventure Sheet as a Special 
Item. Also, gain 1 Taint for being in such close proximity to the 
foul energies of Chaos. 


¢ Turn to 390. 


256 


‘Fear not!’ you yell, stepping forwards and brandishing your sword. 
‘Their store of explosive is depleted. Together we can end this!’ 

A cheer goes up as you charge forwards, closely followed by the 
citizens of Middenheim. As the Skaven frantically make a last-ditch 
attempt to plant their blackpowder you sweep forwards, cutting them 
down in a violent slaughter, kicking over the remaining barrels and 
spilling their contents onto the ground. 


e Turn to 105. 
254 


You return to the Middenheim chapterhouse of the Knights Pan- 
~ ther to plan your next move. You will need further evidence if your 
investigation is to begin again, but until there is another abduction it 
appears there is no longer a trail to follow. 

Over the next two days you rest, and await Sergeant Lehmann’s message 
that there has been another kidnapping. Unfortunately, it never comes. 

It is whilst you are sitting up late, polishing your trusty broadsword, 
that there is suddenly a cataclysmic rumble from beneath the city. Rac- 
ing to the window, you look out across the city to see that buildings in 
various parts of Middenheim are collapsing into the mountain below. 

Before you have a chance to wonder what could possibly be causing 
this, the earth beneath the chapterhouse collapses inwards, demolish- 
ing the building and crushing you beneath tons of stone. 


Your adventure is at an end. 


258 


Lifting your sword you incant the ancient battle hymn of the Knights 
Panther as you prepare to hold the bridge. 


Fight the Vermintide in the usual way, but instead of defeating 
them, note how much damage you inflict over five rounds of 
combat (you take damage as usual). 


Vermintide 


Initiative: You 
Saves: None 


e After the fifth round has finished and you have added 
up the damage you have caused the enemy, turn to 184. 


e If you are reduced to 0 Wounds, turn to 4. 


252) 


The temple of Ghouls is far behind you, and you progress deeper into 
the warren of passageways under Middenheim. The tunnel contin- 
ues down, until eventually you reach what appears to be a sinkhole 
carved into the rock. Peering down you see another tunnel, faintly 
illuminated in the gloom. 

Securing your sword and equipment, you climb down into the 
deeper tunnels of the Ulricsberg. 


e Turn to 11. 


260 


With the Skaven dead you move on from the cell area. As you leave 
the prisoners behind their pitiful pleas turn into angry insults, but 
you are deaf to them - your only focus now is on completing your 
mission. Leaving the cell area behind, you move on until the pas- 
sageway becomes more rough-hewn. 


¢ Turn to 376. 
261 


The Beastlord swings its mighty axe, knocking you from your feet. 
Your broadsword is sent spinning beyond your reach, and all you 
can do is watch as the mighty creature bears down on you, lifting its 
weapon for one final death-dealing stroke. 

Before it can execute you there is a piercing cry of rage that cuts the 
air and distracts the Beastlord from its grisly business. You look up in 
time to see a tall armoured warrior enter the fray. It is with a twinge of 
pride that you realise this is Graf Boris Todbringer himself, the Elector 
Count of Middenheim. 

With a roar of unbridled ferocity the Beastlord attacks, hacking at 
Todbringer’s shield as though it were trying to fell a tree, but the Graf 
stands resolute, biding his time beneath the onslaught. As the Beast- 
lord pauses, panting for breath, the Graf strikes forwards, piercing 
the creature’s armour with his blade - one of the fabled runefangs, a 
sword of unbridled power. 

There is roar of pain as the Beastlord’s foul blood is spilled, and 
you stifle a cheer as Todbringer attacks again, swinging his weapon 
in a deadly arc. His attack is relentless, and the Beastlord stands no 
chance. Despite its superior size and bulk, it is brought down with a 
scything blow that cleaves its head in two. 

On seeing their leader bested, the rest of the Beastmen begin to flee 
in panic, helped along by the vengeful blades of the state troopers. 
Within seconds the field is cleared, and the only Beastmen remaining 
are corpses. 

‘On your feet, Kross; says the Graf, wiping his bloody sword on 
his cloak. ‘I have business to discuss with you at camp’ With that he 
turns, walks back to mount his horse and rides from the battlefield. 

You stand, trying your best not to show the pain of your injuries. 


‘Mount up, Kross, says a voice you recognise, and you look up to see 
Mullen, the preceptor of your chapter, holding the reins of a horse. 
Gratefully you mount up, as the preceptor leads you off towards the 
Graf's camp. 

You both head through the Drakwald and within an hour you enter 
the camp of Graf Boris Todbringer. Banners fly bearing the sigil of 
Middenheim and the family crest of the Graf, and you are quickly led 
to the command tent. Your brother knights who guard the entrance 
move aside to allow you entry, and you walk inside. 


262 


You lead the pack of cultists along the south-east corridor until you 
eventually reach another cave. Chained in the centre are half a dozen 
wild looking men, their wrists manacled, their bodies bedecked in 
strange leather harnesses which they strain against in fury. Before 
them stands a grim looking Chaos Champion, his red and bronze 
armour shining in the candlelight. 

Before you can even give the order, the horde of naked cultists charge 
forwards, falling on the minions of Khorne with a blind fury. They 
slaughter the chained slaves, tearing at their flesh with bare hands, 
and begin to attack the Chaos Champion. He swipes at them with 
his huge greataxe, lopping off limbs and scoring vicious wounds in 
his naked attackers, but soon their superior numbers overwhelm him 
and he is brought to the ground. 

They howl as they tear him apart, but even in his death throes, the 
Champion of Chaos fights back. You can only watch with a grim sense 
of satisfaction as the last of the Slaaneshi cultists smashes his head in 
with a rock, before succumbing to his own wounds and falling dead 
to the cave floor. 

It is now eerily silent after such carnage, but you still have to destroy 
the remaining Chaos cults. 


e Turn to 66. 


263 


As you gain on the assassin you spur your horse forwards, and it 
tramples him beneath its hooves. The assassin falls, but as you leap 
from the saddle he is on his feet once more, brandishing his sword 
threateningly. 


¢ Fight him at 339, but note that he has lost 3 Wounds. 


264 


With a backhanded slash you take the hooded figure’s sword hand 
off at the wrist. The creature squeals, a vile and inhuman sound, and 
falls back, its hood falling from its head to reveal a bestial face. You 
recognise the creature instantly - one of the foul Skaven, ratmen that 
bear a hatred for all mankind. 

‘What are you doing here, beast?’ you demand, menacing the crea- 
ture with the point of your broadsword. 

‘No kill I/ it pleads, holding up a clawed hand in supplication. ‘I 
talk. We seek recruits to take to the deep tunnels’ 

‘Why?’ you ask, though you are not sure if you want to hear the 
answer. 


Before the creature replies, it suddenly pulls another blade from its 
cloak and lurches towards you, but before it can strike, you impale it 
through the chest. It lets out one last foetid breath before slumping 
dead to the ground. 

You realise with the involvement of the Skaven this plot goes deeper 
than you thought. The ‘deep tunnels’ the creature mentioned can only 
mean one thing - the Undercity. You have found an important clue, 
but the next step will take you far beneath Middenheim - where ordi- 
nary men fear to tread. 

You must return to the surface and inform Sergeant Lehmann 
immediately. 


e Turn to 226. 


265 


You lead the prisoners down the wide, torch-lit tunnel, keen to have 
this whole business over with. You know a Grey Seer is a formidable 
foe, but you are determined that the people of Middenheim will have 
their vengeance. 

The tunnel opens out into another large cavern and you can see 
that the head of a vile horned rat has been carved into the rock, 
torches set in its eye sockets to glare down at the cavern floor. More 
Skaven mill around within the makeshift temple, and in their midst 
stands the mastermind behind this whole plot - the Skaven Grey 
Seer. 

He sees you approach, lifting his horned head and sniffing the air 
before gesturing towards you. At his order, the Skaven rush to attack, 
but Karl and the rest of the Middenheim slaves are already rushing 
forwards to meet them. You know that you must face the Grey Seer 
alone. 

You step forwards, issuing a challenge, and the Grey Seer lifts his 
staff, beckoning you on. 


¢ If you wish to use an item against the Grey Seer, turn to 
115, 


¢ If you would rather attack him with your sword, turn to 
129; 


266 


You cut down the second of the Night Goblins and it falls, gurgling 
its last. You are about to head up the tunnel when Jodur comes rac- 
ing towards you. 

‘Job’s a good ‘un; he says. ‘But best not hang around! 

As he races past you, you hear the sound of several more Night 
Goblins pursuing him up the tunnel. Wasting no time, you turn and 
follow him back to the Dwarf defences. 


e Turn to 70. 


267 


With a feral cry of rage you hack the Chaos Champion’s head from 
his shoulders. His body falls to the ground with a resounding thud 
and you stagger back, heaving breath into your lungs. 

It is with dismay that you see Skaven reinforcements begin to flood 
the temple. These ratmen are much larger and more brutal than the 
other Skaven you have seen, and you know you will have no chance 
of defeating them if you try to do battle. 

‘Retreat!’ you cry, and at your order the prisoners disengage from 
their battle with the Skaven and follow you as you withdraw from the 
temple. 


268 


With a final mighty swing of your blade you behead the Beastman 
Chieftain and its body slumps to the ground. Turning to face the 
rest of the Beastman horde your spirits are lifted as you see the state 
troopers have made short work of the foul creatures. With volley fire 
supporting the stout blades of your foot soldiers, the forces of Chaos 
have been slaughtered to the last. 

You order that the wounded be treated and prayers said over the 
dead. Once the wounded have been tended, you continue through 
the forest to track down the remaining Beastmen. 


e Turn to 380. 


269 


You feel the corruption that runs through the very walls begin to 
infect your body and soul. 


¢ If your Toughness is 3 or greater, turn to 109. 


¢ If your Toughness is less than 3, turn to 26. 


270 


You stand fast, awaiting the hideous swarm, when there is an explo- 
sion in the midst of the rats. Shielding your eyes from the blast, you 
hear a commotion as a group of warriors rush forwards, flinging fire 
bombs and hacking into the horde of rats. It is some seconds before 
you recognise this unruly mob as the Dwarfs you aided earlier on 
in your mission. Jodur is at their head, swinging his weapon with 
abandon. 

It takes them several minutes but eventually they vanquish most of 
the rats, sending the rest scurrying for safety. When the battle is over, 
Jodur gives you a salute, which you return in kind. 

‘I suggest you convey your people to safety; he says. ‘We've still got 
work to do! 

With that he hefts his axe, and heads off with the rest of his men to 
clear the tunnels of the Skaven blight. 

Eager to be free of these deadly tunnels, you turn and lead the pris- 
oners towards the surface. 


e Turn to 287. 


271 


Before you even reach where the chain is secured to the wall, a loud 
squeal pierces the cavern. You spin round in time to see a Skaven 
pointing at you frantically. Suddenly the Skaven slavemaster bounds 
forwards, eager to face the intruder into his territory. 


¢ Turn to 7 to fight him, but note you have lost the 
Initiative. 


242 


You race though the chamber, dodging past a scything claw as one of 
the Ghouls tries to grab hold of you. 

Fleeing down the nearest corridor, you hear the howling of the 
Ghouls as they pursue you through the crypt, intent on slaying you 
and feasting on your dead flesh. 


Roll 1D6, adding 1 to the result if your current Wounds score 
is at maximum. You may also add 1 if you possess the Spectre’s 
Amulet. 


¢ If the result is 1-2, turn to 39. 
e If the result is 3-4, turn to 104. 


e If the result is 5 or above, turn to 394. 


243 


You quickly examine the room, unable to avoid looking at the poor 
unfortunate who lies dead on the chirurgeon’s slab. You are about to 
give up on finding anything of use here when you spy a small vial 
sitting on a nearby table. 


¢ If you wish to examine the vial, turn to 127. 


¢ If you would rather leave it be and move on 
southwards, turn to 220. 


274 


You pay Jurgen the five schillings he asks for and he moves in closely 
in a conspiratorial manner. 


Remember to mark five schillings off your Adventure Sheet. 


‘We've had several strange comings and goings in recent nights; he 
whispers, glancing around the backroom as though someone might be 
listening. ‘That there Herman’s had some strange visitors. I ain't seen their 
faces, but from what I did see they was shady characters, and no mistake’ 

You thank Jurgen for his information. 


¢ If you now wish to speak to Herman the weaponsmith, 
turn to 89. 


¢ Or, if you have not done so already, you may talk to 
Paulo the Tilean merchant at 208. 


¢ Or if you have now completed your investigation at the 
inn, turn to 396. 


PM be 


You follow the south-west passage towards the glowing light, trying 
to be as silent as possible so as not to attract attention. The passage 
ends at a small cave, and within you can see a kneeling figure in a 
flowing purple robe, before a strange altar. The altar glows with an 
unearthly light, and you can see its shape twisting and morphing as 
the lone figure prays in a fell tongue you do not recognise. 

Rage builds inside you at this flagrant dabbling with the Chaos Pow- 
ers and you step forwards, raising your sword to attack. ‘Die, heretic!’ 
you cry as you bring your sword down. With surprising vigour, the 
Chaos Sorcerer leaps out of the way, grasping his twisted staffin prep- 
aration to defend himself. 


Sorcerer of Tzeentch 


Initiative: You 
Saves: None 


¢ If you win there are still two more cults to eradicate, 
turn to 300. 


e If you lose, turn to 4. 


276 


‘Astrometeorological thaumaturgy is not an exact science,’ says Gus- 
tav as he tinkers with a mechanical instrument you do not recognise. 
‘The Winds of Magic blow hot and cold, so there’s no guarantee-’ 

He pauses mid-sentence as he looks through a telescope. ‘Wait a 
minute... That can’t be right...’ 

Before you can ask what he means, the door to the observatory flies 
- open. The apprentice who guided you up here appears at the door but 
he no longer looks sheepish as he did when you first entered. 

‘Curse you, Gustav, he spits. ‘You will not ruin our plans!’ 

He leaps forwards, bright flames bursting from the sword in his 
hand. You must defend Gustav at all costs. 


Gustav has 10 Wounds. If you are hit during combat, reduce 
Gustav's Wounds instead of your own (he is not wearing 
armour). 


Bright Wizard Apprentice 


Weapon: 
Flaming Sword xl 


Initiative: Bright Wizard Apprentice 
Saves: None 


¢ If you kill the wizard before he murders Gustav, turn to 
306. 


e If Gustav is killed, turn to 375. 


27h 


You leap from the forest road into the thick undergrowth. Behind 
you can hear the braying voices of the enemy, mixed in with the 
pained cries of state troopers as they are hunted down and slaugh- 
tered by the Beastmen. It is impossible to navigate through the thick 
woodland and within minutes you have become hopelessly lost as 
you flee through the trees. 

After almost an hour the sounds of battle are lost, and an eerie silence 
falls on the Drakwald. You feel somewhat shamed by your flight, but 
you know that to have stood your ground would have meant death. 

Determined to make amends, you continue through the forest, des- 
perate for any sign of your men. 


e Turn to 10. 


278 


You hack down with your sword, silencing the creature’s lowing with 
a mighty blow. Once the breeders are dead you move on from the 
chamber, leaving their corpses in your wake. 


e Turn to 215. 


Pe be 


The last of the Ghouls falls to ground, gurgling its last on the floor of 
the crypt. You stagger back, heaving stale air into your lungs as you 
look down upon the dead creatures. 


¢ If you were wounded during your fight with the Ghouls, 
turn to 116. 


¢ Otherwise, you proceed on from the crypt, turn to 86. 


. 


280 


You refuse Gerhardt’s demands, turning to Lehmann who nods 
his agreement. Together you drag the butcher from his shop as he 
screams his protests for mercy. 

It takes you and Lehmann several hours to interrogate Gerhardt fur- 
ther. Despite his fear, he stubbornly sticks to his demand that you 
offer clemency for his crimes, terrified as he is of dying. However, as 
night begins to fall over the city, your ministrations finally pay off, 
and Gerhardt confesses that a ritual is to take place in a warehouse 
north of the Vendigplatz, in the Merchant District. 

Gathering a dozen of the watch, you head off to halt the ritual, hop- 
ing that you will get there in time. 


281 


‘Blood of the Panther!’ you cry, bursting around the bend with your 
broadsword raised to attack. 

Instantly you realise your mistake, as the three sewage workers, who 
were sitting around a small card table, cower in terror at the armoured 
frame charging at them from the dark. 

You lower your sword, trying your best to apologise for your mis- 
take, but they are far too terrified to acknowledge your heartfelt regret. 


e Turn to 201. 
282 


You raise your sword and begin to smash the barrels to pieces, let- 
ting the blackpowder sprinkle to the damp floor, rendering it useless. 
However, your actions may have a definite adverse effect on your 
health if something goes wrong. 


Roll 1D6. If you have the Statuette of Ranald, add 1 to the 
result. 

e If the result is 1-2, turn to 9. 

e If the result is 3-4, turn to 139. 


e If the result is 5 or above, turn to 317. 


283 


You begin to pry open the barrels with your dagger, allowing the 
pungent smelling ale to leak out onto the floor of the cave. You have 
not been at your labours long before two Night Goblins suddenly 
stroll into the cave. You stare at each other for a second, before you 
rush to prevent them from raising the alarm. 

You fight one, while Jodur rushes to attack the other. 


Night Goblin 


Initiative: You 
Saves: None 


¢ If you defeat the Night Goblin in two rounds or less, 
turn to 320. 


¢ On the third round of combat, turn to 384. 
¢ If you are reduced to 0 Wounds, turn to 99. 


284 


As you fight, one of the creatures manages to take a step back and let 
off a keening howl. You hack it down, but not before you realise it 
has raised the alarm. High-pitched squeaks and the stomping of feet 
echoes from behind you, and you must act fast. 


e If you wish to flee down the south passage, turn to 71. 
¢ If you would rather run east, turn to 332. 


¢ If you would rather stand your ground and face this 
new threat, turn to 213. 


285 


You hack down the Night Goblin with a single mighty blow, and he 
falls silently to the ground. You pick up the fallen Dwarf prisoner, as 
Jodur grabs the Night Goblin body and secretes it in a crevasse. 

You then follow Jodur back through the maze of passages and into 
the secret tunnel through which you arrived. After you make it back to 
the Dwarf barricade, and the prisoner is ministered to, Jodur is keen 
to get back to the Night Goblin territory and destroy the fungus beer. 
Before you set off, you are suddenly approached by a Dwarf you do 
not recognise. 

‘That was a brave thing you did, saving my brother, he says. ‘Here, 
this might come in useful, but be careful with it’ 

You take the proffered object, and see that it is a spherical item 
made from iron. A wick protrudes from one end, and you realise it is 
a Dwarf explosive device. Carefully you place this dangerous object in 
you backpack. It may well come in handy later in your mission. 


Mark the Dwarf Grenade on your Adventure Sheet as a Backpack 
Item. 


Jodur is keen to get back to your mission, and you follow him once 
again through the tiny maze of tunnels and back behind the Night 


Goblin lines. 


e Turn to 53. 


286 


You continue on through the forest, all the while heedful that an 
attack might come at any moment. Eventually, though, the guttural 
cries of the Beastmen are lost through the trees, and you leave the 
enemy well behind you. 

The sky begins to darken, and as night presses in you become hope- 
lessly lost in the Drakwald. Sleep is not an option, for there are far 
fouler things than Beastmen lurking in the dark corners of the forest, 
and you press your back to the bole of a tree and await the morning 
sun. All night you stare into the darkness, at any moment expecting 
some howling creature to charge at you with murderous intent, but it 
never comes. 

The next day you stagger onwards, continuing your journey. Just 
as you begin to think you might end your days wandering the vast 
expanse of the Drakwald, the whinnying sound of a horse greets your 
ears. With renewed hope, you head towards the sound, feeling your 
heart soar as you hear human voices. 

Finally you stagger out into a vast camp in the middle of the for- 
est. Pennants fly high bearing the white wolf of Middenheim and the 
family crest of Boris Todbringer. You realise you have stumbled into 
the camp of the Graf himself. 

A sergeant at arms greets you, clearly surprised to see one of the 
famed Knights Panther staggering from the forest, and seemingly back 
from the dead. It seems once news of your ill-fated patrol reached 
them, you were given up for lost. 

You are given food and rest, and allowed to wash before an adjutant 
comes to greet you. 

‘Sir, he says, his chin raised high and proud. ‘The Graf has requested 
your presence immediately in his command tent’ 

You nod your thanks, swiftly donning your armour and strapping 
your sword to your side. With just a little apprehension, you walk 
across the busy camp to the large tent in which awaits the Graf of Mid- 
denheim, Boris Todbringer himself. 


e Turn to 178. 


287 


Though the going is difficult, and the prisoners are in an exhausted 
state, you finally manage to lead them back to the surface. Sergeant 
Lehmann is there to greet you, and you hastily explain to him what 
you have been through to effect the rescue of the enslaved citizens. 
The kidnapped Middenheimers are given food and water by the 
militia, and your wounds are hastily treated by one of the city’s 
chirurgeons. 


Restore your Wounds to their starting level. 
¢ If you possess a Credit Note, turn to 242. 
¢ If you possess the Incriminating Letter, turn to 393. 


e If you have neither of these Special Items, turn to 90. 


288 


As you make your way deeper into the mountain a sudden wave of 
nausea sweeps over you. You stagger against the wall and retch up a 
vile stream of green bile. Placing your hand to your neck you touch 
one of the wounds inflicted by the Ghouls, noting that the skin in 
hot to the touch. 

The virulent poison in the claws and teeth of the Ghouls is now 
coursing through your body, and it will not be long before you suc- 
cumb to paralysis, perhaps even death. Fishing in your backpack you 
find the Wightbane. Without pausing you stuff the pungent leaves 
into your mouth and hastily chew them before swallowing. 


Remove the Wightbane from your Adventure Sheet. 
Within seconds, the nausea passes, and you are able to breathe 
easily once more. 


Relieved at your good fortune, you continue on your way. 


e Turn to 86. 


239 


The longer you search the room, the more the feeling that something 
is not right here creeps up on you. It is with dismay you realise that 
a fine veil of warpstone dust permeates the air in this room, and you 
are imbibing it with every breath. 


Gain 1 Taint. 


Before you leave the room, something catches your eye on the desk. 
It is a letter, written in a neat hand, not the spidery scrawl of the 
Skaven. Taking a closer look you begin to read: 


The ritual is set — all is in place. Should fhe explosion 
prove to bea failure, I will summon the servants of my 
master. Widdenheim will suffer no matter what. 

TS 


Holding your breath, you stuff the letter inside your breastplate for 
later. 


Mark the Incriminating Letter on your Adventure Sheet as a 
Special Item. 


Before you are exposed any further, you quickly leave the room. 


e Turn to 220. 


290 


With a final mighty swing of your blade you behead the Beastman 
Shaman, and its body slumps to the ground. Turning to face the 
- rest of the Beastman horde your spirits are lifted as you see the state 
troopers have made short work of the foul creatures. With a volley 
of fire supporting the stout blades of your foot soldiers, the Chaos 
creatures have been slaughtered to the last. 

You order that the wounded be treated and prayers said over the 
dead. During the brief hiatus, you notice something on the ground, 
beside the corpse of the Beastman Shaman. On closer inspection, you 
see it is a crudely made bone totem. 


If you wish to keep this Bone Totem as a trophy, mark it on your 
Adventure Sheet as a Backpack Item. 


Once the wounded have been tended, you continue through the 
forest to track down the remaining Beastmen. 


e Turn to 380. 


As | 


You pile through the crowd, knocking the unwary citizenry to the 
cobbled street in your haste to catch the assassin. Eventually you see 
him run into an alley, and swiftly follow, drawing your sword as you 
see it is a dead end. The assassin turns, drawing his own blade and 
stepping forwards to attack. 


e Turn to 339. 


Bde 


You race to attack one of the Night Goblins, as Jodur takes on the 
other. 


Night Goblin 


Initiative: You 
Saves: None 


¢ If you win, turn to 70. 


¢ If you win, turn to 99. 


293 


‘Not good enough, Kross,’ says the Gatekeeper, hefting his axe. “You 
will have to prove your worth with strength-at-arms after all.’ 
He takes a menacing stride towards you. 


e If you have the Medallion of Grungni, turn to 211. 


¢ If you do not possess this Special Item, turn to 203. 
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294 


What will you do to persuade the priest? 
¢ If you would like to reveal the details of your mission, 
turn to 34. 
¢ If you wish to use bribery, turn to 219. 


¢ If you would rather try to stamp your authority as a 
Knight Panther of the Graf's personal guard, turn to 126. 


295 


You pause, your sword still raised. 


‘There are other cults; he continues, gesturing to the exits from his 
cave. ‘You will need help in destroying them. I can give you that help. 
Just don’t kill me’ 


¢ If you wish to kill him anyway, turn to 175. 


¢ If you would rather allow him to aid you in eradicating 
the other cults, you can send him ahead of you up the 
north-east passage, turn to 378. 


¢ Or the south-east passage, turn to 166. 


296 


You approach the prisoner, determined that you will get to the bot- 
tom of this plot, even if it means his death. However, it is best you 
keep him alive, as you will learn nothing if he dies from your over- 
zealous methods. 


Note the following on your Adventure Sheet: The prisoner has 0 
Taint, and 8 Wounds. 


* If you wish to start your interrogation using the 
Purifying Flame, turn to 241. 


¢ If you wish to use the Blessed Waters, turn to 304. 


¢ If you would rather rely on good old fashioned brute 


force, turn to 77. 
297 


You fit the last of the wicks into the barrels, and run a trail towards 
the edge of the cavern where you conceal it beneath loose rock and 
shale. You manage to complete your actions just in time, as several 
more Night Goblins enter the cavern from the opposite tunnel. 

Quickly you race back down the passage, alerting Jodur to the fact 
that you are being pursued, and together you race back to the Dwarf 
defences, relieved when your pursuers do not decide to press their 
attack. 


e Turn to 70. 


298 


The Guild of Wizards and Alchemists is one of the oldest buildings 
in the city, topped with crumbling minarets, and smoking chimney- 
stacks giving off a myriad of coloured vapours. As you follow Sergeant 
Lehmann inside you are assailed by the fusty stench of ancient parch- 
ments and the lacquer-smell of wood panelled corridors. 

Lehmann introduces himself to one of the apprentices, explain- 
ing that you are on a mission of great import. The apprentice seems 
reluctant to help, explaining that most of the wizards based in Mid- 
denheim are campaigning in the Drakwald Forest, lending their aid 
to the Graf on his mission to rid Middenland of the Chaos scourge. 
However, Lehmann is very persuasive, and once you lend your own 
intimidating bulk to the discussion the young wizard relents. He says 
there may be someone who can help you, and he leads you through 
the shadowy corridors to a room at the top of the four-storey building. 

In a tiny room that is more of an attic than an observatory, sits a fig- 
ure in blue robes and skullcap. The apprentice introduces you before 
leaving the room with his head bowed. 

‘Lam Gustav, says the wizard, and you see that he appears a little 
young and inexperienced to be of much help. ‘What can I do for you?’ 

When Lehmann explains that you are searching for a Chaos cult, 
Gustav strokes his chin and the wispy beard he has attempted to grow, 
clearly to give him the look of someone of authority. 

‘Very well; he says, ‘I will help. But the Wind of Azyr is fickle, and 
does not come cheap. Five schillings ought to do the trick’ 

You grit your teeth, holding back your anger, but you know there is 
little choice. 


¢ If you wish to pay Gustav 5 schillings, turn to 249. 


¢ If you do not have the money or do not wish to pay it, 
you will have to force Gustav to help you, turn to 179. 


299 


‘The chieftain!’ you cry above the din of the Beastmen’s howls, point- 
ing at the hulking figure as it strides forwards. ‘Fire!’ 

There is a roar like a clap of thunder as the handgunners unleash a 
deadly storm of fire into the chieftain, blasting it to bloody ribbons. 

Before you can congratulate your men, your eye is drawn back to the 
Shaman as he finishes his foul incantation. From where he stands, a 
black, buzzing cloud billows, spewing forth a thick and heaving mass 
of bloated insects. There is nothing you can do as the front rank of 
handgunners is consumed. 

Drawing your sword, you prepare to attack, but your horse suddenly 
rears as it is assailed by the foetid, stinking mass. You are thrown, 
landing heavily, your head hitting the hard earth with a resounding 
thud. 

The last thing you remember before falling into unconsciousness 
are the screams of your men as they are consumed by the pestilent 
cloud. 


e Turn to 190. 
300 


You are alerted to the sounds of battle echoing down a nearby pas- 
sageway. Quickly you rush towards it, eager to exterminate the last 
vestiges of Chaos from these tunnels, when you see a scene of carnage 
before you. 

A score of cultists in filthy dishevelled robes are attacking a huge 
warrior in armour of red and bronze. He wields a huge axe and cuts a 
veritable swathe though his attackers, but they are relentless in their 
frenzied assault. 

You watch as the Champion of Khorne goes about his grim work, 
hacking into the putrid cultists as they attack him. As you watch you 
cannot help but admire his raw power, as he slays the cultist horde 
despite their superior numbers. 


e Turn to 19. 


301 


The passage continues a way before branching into two separate 
passages. 


¢ If you wish to go north, turn to 21. 


e If you wish to continue east, turn to 248. 


302 


‘Quick,’ he says as you approach, ‘unbar the door and let us out. Me 
and my fellow prisoners can help you.’ 

You look to the thick steel bolt that seals the door shut, but before 
you reach towards it you notice the man’s red-rimmed eyes. They are 
wide with madness, and the whites are stained with yellow, suggest- 
ing prolonged exposure to warpstone. It is clear this man is corrupted 
beyond salvation, and it would be better for him to die here than be 
released and risk exposing others to his taint. 


e If you wish to release him anyway, turn to 167. 


e If you would rather leave him where he is and take your 
chances alone, turn to 376. 


303 


You barge past Lehmann and reach out, grasping Demelza by the fur 
ruff of her huge gown. 

‘Now listen to me, you bellow in her startled face. ‘I am on a mis- 
sion for the Graf!’ 

Demelza’s eyes well up with tears of terror, but before you can con- 
tinue your interrogation, Lehmann grabs you firmly by the shoulders. 

‘What are you doing, Kross?’ he shouts, pulling you off the mortified 
opera singer. ‘You can’t just go around assaulting anyone you please. 
This woman has sung for the Emperor himself’ 


Increase your Taint by 1. 


The sergeant, with surprising strength, drags you from the room and 
leads you out of the College of Music. There is a look of consternation on 
his face as he explains your investigation here is done, and mutters some- 
thing about having to explain your actions to the Kommandant later. 


¢ Turn to 216. 
304 


You grasp the prisoner, pulling him from the chair and plunging his 
head into a barrel full of water. He begins to squirm as you hold him 
under, then when you feel him begin to weaken you pull him out, 
demanding to know who his conspirators are. 


Decrease the prisoner's Wounds by 1, and increase his Taint by 1. 


¢ If his Wounds and Taint are now the same number, 
turn to 189. 


¢ If his Taint is 10 or more, turn to 41. 


¢ If his Wounds are at 0 or less (even if his Taint 
simultaneously exceeds 10), turn to 154. 


¢ Otherwise you will have to continue with his torture by 
using the same method again (return to the top of the 


page). 
¢ Using the Purifying Flame, turn to 241. 
¢ Or your brute strength, turn to 77. 


305 


The Guard of Morr suddenly drops to one knee, lowering his blade, 
and you take a step back, victorious. The priest steps forwards, still 
stern and unsmiling. 

‘You have proved yourself worthy, he says. ‘Come’ 

He leads you into the sepulchre and down a set of ancient stone 
stairs. At the bottom is a dank cellar in which two more Guards of 
Morr stand guard over a barred and bolted door. As the priest enters 
they unlock the door and it swings open on ancient rusted hinges. 

‘This may aid you on your road into the mountain! 

He hands you a small bag, which you accept gratefully. Undoing 
the drawstring, you see it contains the leaves of the Wightbane plant, 
a tincture used to resist the symptoms of undeath. 


Mark the Wightbane on your Adventure Sheet as a Backpack 
Item. 


e Turn to 250. 


306 


Gustav cowers in the corner as you stand over the body of the 
apprentice wizard. You remind the Astromancer of the gravity of the 
situation, and he returns to his instruments immediately. 

‘Yes, yes, he says finally. ‘There is indeed a disturbance in the winds, 
and a strange alignment of stars. They point to the city — more specifi- 
cally the Merchant District’ Hastily he pulls a rolled up map from a 
shelf and unfurls it on his table. ‘There!’ he says, pointing to a build- 
ing north of the Vendigplatz. 

‘| know it; says Lehmann, peering over the wizard’s shoulder. ‘It's a 
warehouse: 

Thanking Gustav for his help, you leave the guild-house with the 
sergeant, and set off to gather more of the watch. Whatever is occur- 
ring in the warehouse on Vendigplatz you do not want to face it unless 
you have plenty of back-up. 


e Turn to 247. 


2 


307 


You fight the hooded creature. 


Hooded Fiend 


Initiative: You 
Saves: None 


e If you win the battle, turn to 264. 


¢ If you are defeated, turn to 4. 


308 


Your newly acquired sword hews through the Skaven’s armour and it 
falls to the ground with a foul chittering gurgle. You look up, expect- 
ing more of the creatures to come at you from the shadows, but they 
do not. 

You feel this is the area you have been looking for and your mission 
may soon be over. All you need do is infiltrate the Skaven tunnels, 
find the kidnapped citizens of Middenheim and free them. For any- 
one else this might be a formidable task, but you are Absalom Kross, 
Knight Panther, and you are undaunted by the mission. 

Moving further down the tunnel, more eager than ever to face your 
foes, you come to a crossroads. 


¢ If you wish to take the east tunnel, turn to 164. 


¢ If you would rather head west, turn to 252. 


309 


Unable to contain your hatred any longer, you rush into the cave, 
raising your sword to attack the Chaos cultist. He reels back at your 
unexpected charge, pulling a ten-tailed scourge from beneath his robe. 

As you fight, the rest of the cultists forget their revels and run for 


~ their lives. 


Slaaneshi Cult Leader 


Scourge = xl 


Initiative: You 
Saves: None 


e If you defeat him, turn to 25. 


e If you are defeated, turn to 4. 


310 


Other than the old man, there is nothing else of interest in the vil- 
lage. You signal for the men to form up once more, and head forth 
on the trail of the Beastmen. 


e Turn to 165. 


311 


Just as you near the first exit from the room, there is a sudden squeak 
of alarm as one of the Skaven stands and points at you. 


¢ Turn to 119 to fight them, but note that you have lost 


the Initiative. 
312 


Jodur explains that the Night Goblins have taken up residence in several 
of the lower tunnels, but he and the rest of the Dwarfs have managed to 
barricade the passages that lead up to the city. Their attempts to root out 
the Goblins have led to nothing, and they are stuck in a war of attrition. 
The first step to ridding the tunnels will be to literally flush them out. 

The Night Goblin positions are located directly beneath Midden- 
heim’s Great Park, in the centre of which is a vast lake. Jodur plans to 
set blackpowder explosives at certain points in the tunnels, to breach 
the ceiling and allow the lake water to drown the Night Goblins in a 
cavern at the centre of their territory. He wants you to accompany him 
while he sneaks behind enemy lines and sets the charges. 

You are unsure as to whether messing with blackpowder is such a good 
idea, but you see the sense in his plan. Wasting no time, Jodur leads you 
through the complex of tunnels and towards the Night Goblin positions. 

You move silently, relying on Jodur’s enhanced vision in the dark 
tunnels so you can find your way. You have not gone far before you 
see a gaggle of Night Goblins up ahead. They are hideous hooded 
creatures who talk in a babbling language that offends your hearing. 
Jodur tells you that you will have to get past the Night Goblin patrol 
to plant the blackpowder in the right place. 


¢ If you wish to cause a diversion so one of you can plant 
the explosive, turn to 97. 


¢ If you would rather attempt to sneak past the Night 
Goblins while they are distracted, turn to 173. 


at 4% 


313 


As you examine the Skaven armour, you discover a weakness in its 
manufacture. If you strike towards the gorget, your sword will bypass 
the plate with ease. 


In all future combats against Skaven who wear armour you may add 1 to 
any Wounds you inflict. However, your close proximity to the warpstone- 
infused armour means you must now increase your Taint by 1. 


¢ If you now wish to examine the Skaven weaponry (if 
you have not done so already), turn to 218. 


¢ Or you may take the south passage from the chamber, 
turn to 360. 
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314 


Leaving the sewer rats far behind, you press on through the sludge. 
Soon their conversation is lost in the darkness behind you. 


e Turn to 201. 


The Rat Ogre charges forwards with a roar. ‘Blood of the Panther!’ 


you cry, raising your blade as you meet it in the centre of the arena. 
This will be a formidable battle. 


Initiative: You 
Saves: Thick Hide (6) 


¢ If you defeat the Rat Ogre, turn to 107. 
e If the beast kills you, turn to 4. 


316 


You follow the tunnel, and see it comes out in a massive chamber 
which appears to be a crude temple. At the far end is a huge stone 
throne upon which sits a macabre figure. Though its frame is huge, 
its limbs are desiccated and rotten. Atop its head is a twisted crown of 
rusted iron, and it leers over the congregation kneeling before it with 
baleful red eyes. A score of Ghouls abase themselves on the floor of the 
temple, whimpering and keening in worship of this undead lord. 

Before you can act, the Ghoul Lord stands, pointing at you and 
speaking in a foul and ancient tongue. Instantly, his minions leap up 
from their places of worship and turn to you, snarling in fury. Just as 
you think they are about to attack, they move aside, creating a corridor 
between you and their undead master. At the far end of the temple, 
the Ghoul Lord takes up an iron sword and steps ceremoniously down 
from his throne. It is clear he wishes to challenge you. 


¢ If you wish to stride forwards and fight the Ghoul Lord, 
turn to 110. 


¢ If you would rather avoid this formidable creature, turn 
to 383. 


317 


You smash the last barrel, letting the dangerous blackpowder soak 
into the damp floor. Smiling to yourself, you notice a bung from one 
of the barrels on the floor, and decide to take it for luck. 


Mark the Barrel Bung on your Adventure Sheet as a Special Item. 


Fortunately, you do not appear to have been discovered, despite the 
noise you made, and you decide to press on down the south corridor. 


e Turn to 220. 


318 


You hack down the chieftain in a flurry of red gore. Reining your 
horse around, your spirits are lifted to see the state troopers under 
your command have made short work of the Beastman ambushers. 
Corpses litter the ground, and the handgunners and archers take pot- 
shots as the surviving creatures flee into the woods. 

You order that the wounded be treated and prayers said over the 
- dead. Once the wounded have been tended, you continue through the 
forest to track down the remaining Beastmen. 


e Turn to 235. 


319 


With the Sorcerer vanquished and the rest of the cults destroyed, you 
decide to press on with your mission. It is not long before you dis- 
cover a tunnel which leads downwards from your current area. With 
no other choice you follow it further into the bowels of the mountain. 


e Turn to 79. 


320 


Once the last of the Night Goblins is felled, you turn your attention 
back to the barrels of fungus beer. With a greater sense of urgency, 
you and Jodur set about your task, and within minutes the floor of 
the cave is drenched in the pungent smelling ale. 

Pleased with yourself, you follow Jodur back to the maze of tunnels 
through which you entered and sneak back to the Dwarf defensive 
line. 


e Turn to 342. 


ae | 


As the Ghouls move to attack you must decide which item you will 
use against them. 


¢ If you choose your lantern, turn to 361. 


e If you have Shallya’s Blessing and wish to use it, turn to 
210. 


¢ If you have a Bone Totem and wish to use it, turn to 
138. 


322 


You are suddenly alerted to the sounds of battle echoing down a 
nearby passageway. Quickly you rush forwards, eager to exterminate 
the last vestiges of Chaos from these tunnels, when you see a scene 
of carnage before you. 

A score of naked cultists, their bodies painted with strange asym- 
metrical patterns rendered in pastel shades, attack a huge warrior in 
armour of red and bronze. He wields a huge axe and cuts a veritable 
swathe though his attackers, but they are relentless in their frenzied 
assault. 

You watch as the Champion of Khorne goes about his grim work, 
hacking into the naked cultists as they attack him. As you watch you 
cannot help but admire his raw power as he slays the cultist horde 
despite their superior numbers. 


e Turn to 19. 


FS 


You approach the man, still keenly aware that your pursuers are not 
far behind. 

‘Quick) he says, ‘unbar the door and let us out. Me and my fellow 
prisoners can help you: 

You look to the thick steel bolt that seals the door shut, but before 
you reach towards it you notice the man’s red-rimmed eyes. They are 
wide with madness, and the whites are stained with yellow, suggest- 
ing prolonged exposure to warpstone. It is clear this man is corrupted 
beyond salvation, and it would be better for him to die here than be 
released and risk exposing others to his taint. 


¢ If you wish to release him anyway, turn to 169. 


¢ If you would rather leave him where he is and take your 
chances alone, turn to 85. 


324 


You rush through the Drakwald with the brutal sound of Beastmen 
echoing all around you. 
¢ If you wish to head north, turn to 111. 


¢ If you wish to head west, turn to 286. 


325 


With a howl of pain and anguish, the Sorcerer falls dead at your 
feet. The cave is suddenly filled with a blinding red light as his body 
begins to burn in a magical conflagration. 

When you can finally open your eyes once more, all traces of the 
Chaos Sorcerer and his tainted altar have vanished. 


¢ If you now wish to head north-east, turn to 398. 


e If you wish to head south-east, turn to 147. 


326 


As the Skaven are intent on their game, you step into the room, keep- 
ing to the shadows and trying to stay as quiet as you can. 


Roll 1D6. 
e If the result is 1-3, turn to 311. 
¢ If the result is 4-6, turn to 191. 


S27 


You enter the grounds of the Morrspark late into the evening. The 
Temple of Morr lies on the site of a huge cemetery, where the mau- 
soleums of the rich stand beside the meagre gravestones of the less 
well-moneyed. It is an eerily quiet place with nothing but the keening 
croak of ravens to say that any living souls are here at all. Ahead of 
you, the ‘temple’ sits at the edge of the graveyard. It is more of a small 
sepulchre than a majestic place of worship, but the Priests of Morr do 
not need opulence or majesty to do their work. 

As you approach you see that a funeral rite is being enacted. You 
assume the recently dead must have been poor, as the body is being 
burned on a pyre, and few have come to pay their respects. You stand 
a respectable distance away until the ceremony is done, and when it is 
over and the funeral party has left you approach the priest. 

You make your request to enter the Undercity, though you resist the 
temptation to reveal details of your mission. The priest listens, flanked 
by two hulking Guards of Morr bedecked in armour, their faces hid- 
den beneath black shrouds. When you have made your entreaty, he 
looks at you gravely. 

‘What lies beneath the temple should not be taken lightly; he says. 
‘We do not allow entry to anyone. However, your position as a Knight 
Panther does allow you certain privileges, even I recognise that. If you 
can prove yourself strong enough to stand the trials of the Undercity, 
we will allow you entry: 

‘What is the nature of this test?’ you ask. 

With that he nods to one of his Guards, who draws his huge greats- 
word from the scabbard at his back. ‘If you can defeat one of the 
temple’s guardians, then you will be allowed to enter’ 


¢ If you wish to accept the challenge, turn to 254. 


¢ If you refuse, turn to 100. 


320 


With a powerful hammer blow of his greataxe, the Chaos Champion 
smashes through your defences, knocking you off your feet. You land 
several yards away, winded and helpless on the ground as he strides 
forwards, raising his axe once more to strike the deathblow. 


e If you possess the Beastlord’s Horn, turn to 255. 


¢ If you do not possess this Backpack Item, turn to 137. 


329 


The slaughter in the warehouse is a bloody one, as the militia go 
about their work with zeal. You add your own sword to the fray, 
dealing out the justice of the righteous and eliminating the cult once 
and for all. 

When the bloodletting is done, you lean against the wall of the 
warehouse to catch your breath. Sergeant Lehmann gives you a nod 
of praise, and you return it with a salute. 

You have saved the city. 


e Turn to 400. 


330 


You order the men to make a hasty search of the village. At first all 
they find are charred bodies and broken furniture, but suddenly one 
of them shouts you over, drawing your attention to a trapdoor set in 
the floor of one of the burned-out shacks. 

Drawing your sword, you pull open the trapdoor and peer inside. 
Hiding within is no ravenous Beastman waiting to attack, but what 
looks like a frightened old man cowering in the dark. He is covered in 
cuts and bruises, but otherwise appears unharmed. You help the old 
man out, reassuring him that you mean him no harm, but he does 
not speak - seemingly struck dumb by his recent experiences at the 
hands of the Beastmen. 


e If you wish to use one of your Healing Packs to treat the 
old man’s wounds, turn to 94. 


¢ If you would rather leave him be, turn to 310. 


331 


You head down a short passage, which leads out into another cham- 
ber. In its centre is a large pit in which wallow several hugely obese 
animals. At first you think they are pigs - more foodstuffs for the foul 
ratmen - but as you look you realise they are in fact vast bloated rats. 

This place is a breeding pit, in which the Skaven multiply their num- 
bers. Even now you can see the tiny offspring of these foul creatures 
suckling at a score of teats along their underbellies. 


¢ If you wish to take the time to destroy these 
abominations, turn to 121. 


¢ If you would rather press on with your mission, turn to 
215. 


332 


You flee into what appears to be a huge laboratory. Vials and glass 
containers bubble as strange coloured concoctions are distilled. 
Specimen jars line the walls containing an array of pickled animals 
and body parts. 

The most grotesque thing of all is the foul Skaven at the centre of 
the room. He wears a smock in some kind of twisted mockery of a 
chirurgeon, and in his hands he expertly wields a scalpel as he dis- 
sects a human corpse lying on a slab. As you enter he stops what he is 
doing and turns to face you, his eyes widening in terror. 


¢ If you wish to attack the Skaven chirurgeon, turn to 
237. 


¢ If you would rather carry on your flight through the 
south exit, turn to 28. 


ao5 


You stride forwards and the chirurgeon spins around, his eyes widen- 
ing in terror as he sees you approach. You grasp him by the throat, 
lifting him onto the tips of his claws, and he drops the scalpel in his 
paw as he holds up his arms in submission. 

‘Where are the prisoners?’ you demand with menace in your voice. 


‘South-south!’ the chirurgeon squeals, pointing frantically towards 
the tunnel to the south. ‘In the mine!’ 
‘Mine? What mine?’ you ask, giving the chirurgeon a shake. 

The Skaven opens his mouth to answer, but before he does his dis- 
tended maw twists in a vile grin. Without warning he flings something 
in your face. It is a fine dust, and you can smell the corruption within 
it. You stagger back wiping the vile warpstone dust from your eyes, 
but the damage is already done. 


e If your Toughness is 3 or greater, turn to 73. 
e If your Toughness is less than 3, turn to 239. 


334 


‘Herr Trotsk,’ says Lehmann as he leads you into the study of the 
famous composer. ‘This is Absalom Kross of the Knights Panther. He 
is here to investigate the recent spate of missing persons.’ 

Trotsk does not even look up from the pile of parchments on his 
desk, the quill still frantically scratching at the paper. 

‘I told you before, sergeant, I don’t have time for this, Trotsk replies, 
glancing up briefly to peer at you over his half-moon spectacles before 
turning back to his work once more. 

‘Yes, Herr Trotsk; Lehmann continues, clearly intimidated at having 
to interrupt such an esteemed figure of Middenheim society. ‘But this 
is a matter of the utmost importance’ 

‘So is this!’ yells Trotsk. ‘I have an aria to compose by the end of the 
week. Do you think these things just write themselves? Get out and 
leave me in peace’ 


¢ If you wish to leave Trotsk to his labours, and if you 
have not done so already, you may talk to Kurt, turn to 
Bi 


¢ Or Demelza the opera singer, turn to 359. 
¢ Or leave the College of Music, turn to 216. 


¢ If you would rather stay, and use your own ‘unique’ 
negotiating style on Trotsk, turn to 65. 


is He Se 


No sooner have you begun to sift through the piles of detritus and 
hacked body parts than you realise your mistake. There is nothing in 
this chamber but dead meat - the dead meat of innocents. It turns 
your stomach to search through such a grim scene and it only serves 
to remind you of the horrors you have so recently faced. 


¢ You may now exit the room via the south exit, turn to 331. 


© Or the west, turn to 148. 
336 


‘There is more yet to do,’ says Jodur. ‘The Night Goblins have a sup- 
ply of fungus beer within their warren of tunnels. They use it to send 
them into a frenzy, making them much more deadly in battle. If we 
can sabotage their supply it will make them weaker when we eventu- 
ally have to face them.’ 

You agree that this seems a sound course of action, and once again 
you will accompany Jodur on this perilous mission. Jodur takes with 
him a small barrel of blackpowder ‘just in case’ and you follow him 
as he leads the way through a series of tight tunnels that lead towards 
the Night Goblin territory. 

‘These are secret tunnels, says Jodur proudly. ‘They'll bring us up 
right under the noses of them gobbos and they won't even know it! 

Placing your trust in Jodur, you can only follow, hoping against 
hope that he does not lead you right into the middle of the Night 
Goblin camp. 

Eventually you come out in a wide passageway that seems as though it 
has been recently carved out of the rock. ‘Their stock of fungus beer is just 
north of here; says Jodur, though you have no idea how he knows this. 

Before you step out of your hiding place, there is a sudden commo- 
tion from down the tunnel. Three Night Goblins appear, dragging a 
struggling bundle after them. As they pass by the spot in which you 
are hidden, you see they have a Dwarf prisoner with them who is 
badly beaten, though he still struggles with all his might. 

Jodur looks at you questioningly, and despite the importance of 
your mission, you know you cannot leave the Dwarf in the hands of 
the Night Goblins. 


e Turn to 6. 
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337 


You move forwards under cover of the shadows. The slaves are 
secured by a single chain attached through manacles at their ankles. 
You attempt to unbolt the chain from the wall and free them. 


Roll 1D6 


e If the result is 1-3, turn to 271. 
e If the result is 4-6, turn to 38. 


338 


You race along the corridor as the deadly spears continue to shoot 
across in your wake. The end of the corridor looms ahead, and you 
dig deep, dredging up your last reserves of strength to surge forwards 
and out of reach of the trap. 

Behind you, the way is blocked by a forest of spears now criss- 
crossing the corridor, and with no other option you carry on deeper 
into the crypt. 


e Turn to 86. 
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343 


You grit your teeth against the stain of Chaos which runs rife through 
this part of the mountain, moving forwards as best you can. Before 
long you see the end of the tunnel ahead, and hurry towards it, leav- 
ing the foul warpstone behind you. As you exit the tunnel, you see a 
sight ahead that fills you with anger. 

Dozens of Middenheim’s citizens labour at the rock face, chipping 
away at the mountain with crude picks, as others shovel rubble into 
wooden carts. As they work they are cruelly lashed by evil Skaven 
guards, who seem to take pleasure in their suffering. 

Johann and his fellow prisoners cry out in anger, surging forwards to 
take on their Skaven gaolers and free the rest of the slaves. You espy your 
own target immediately, standing in the midst of the cave - a massive 
Skaven who wields a ten-tailed lash, his face covered by a leather hood. 

You charge forwards, bellowing a challenge at the hideous slave- 
master, and he turns to face you. 


Skaven Slavemaster 


Initiative: You 
Saves: Leather armour (6) 


¢ If you win, turn to 101. 


¢ If you lose, turn to 4. 


344 


You charge forwards, swinging your sword and snarling your fury at 
the undead warrior. It smiles sardonically at your vain attempts to do 
it harm and then speaks, its voice carrying the weight of centuries: 

‘Many have passed here, Absalom Kross, but none have returned. 
What awaits you ahead is perilous indeed’ 

‘How do you know my name?’ you demand. ‘Who are you, creature?’ 

‘That is of little import/ says the glowing warrior, ignoring your ques- 
tion. ‘What matters is that you destroy the King Beyond the Crypt. 
He grows his army, waiting for the day when he might rise from his 
prison here in the Fauschlag. He must be stopped. Help me in this, 
and you will be rewarded’ 

Before you can ask any further questions, the coruscating light 
around the spectre ignites, becoming almost blinding. You shield 
your eyes, and when eventually you can look, the spectre is gone, but 
your lantern is lit once more. 

On the ground, illuminated in the light of your lantern is a small 
amulet on a chain, in the shape of a wolf's head. Picking this item up, 
you feel it is cold to the touch. You decide to keep it. 


Mark the Spectre’s Amulet on your Adventure Sheet as a Special 
Item. 


Picking up your lantern, you continue down the passage and deeper 
into the crypt. 


e Turn to 301. 


345 


The high priest ceases his chanting as you leap to attack. He steps 
back, pulling out a wicked curved dagger to defend himself with. 


Cult Leader 


Dagger 7 xl 


Initiative: You 
Saves: None 


¢ If you win, turn to 142. 
¢ If you lose the combat, turn to 4. 


346 


You tell Jodur that you will set the barrels in place. He looks at you 
uncertainly, but instructs you on what to do, before hefting his war- 
hammer and leaping out on the unsuspecting Night Goblins. As they 
fight you proceed down the tunnel and come out ina large circular 
cavern. 

As per Jodur’s instructions, you secrete the half dozen barrels of 
blackpowder in small crevasses around the cavern. You then begin to 
attach interconnecting wicks to each of the barrels. 


Roll 1D6. If you have the Statuette of Ranald, add 1 to your 
result. 

¢ If the result is 1-2, turn to 233. 

e If the result is 3-4, turn to 144. 


¢ If the result is 5 or above, turn to 297. 


As you move south-east down the tunnel, you hear a voice that grows 
louder the further you travel. It is not long before you recognise the 
speech as the Dark Tongue. Anger begins to well inside you and you 
grip your sword tighter, ready to face the foul servants of the hated 
enemy. 

You eventually reach a cave, dimly lit by torches. Chained in the 
centre are half a dozen cultists, their wrists manacled, their bodies 
~ bedecked in strange leather harnesses which they strain against in 
fury. Before them stands a grim-looking Chaos Champion, his red 
and bronze armour shining in the candlelight. He screams at them 
furiously, whipping them into a strange frenzy, as if preparing them 
for battle. 

Gripped by fury, you raise your sword and charge into the cave. As 
you rush in to attack the Chaos Champion, he hefts his axe, taking on 
a defensive stance. 


Champion of Khorne 


Greataxe ss xl 


Initiative: You 
Saves: Chaos Plate (4) 


¢ If you win you can easily dispatch his chained minions 
before moving on to eradicate the two remaining cults, 
turn to 66. 


¢ If you are defeated, turn to 137. 


348 


As you fight him, the chirurgeon leaps back, pulling a rope dangling 
from a large bell. It rings out, echoing through the chamber and 
beyond as you leap forwards and deal a killer blow. You make to 
leave the room, but before you can flee, three more Skaven burst into 
the laboratory, their eyes wide with rage at what you have done to 
their chirurgeon. 


Weapon: 


Sword * xl 


Initiative: You 
Saves: None 


* If you manage to kill them, you quickly move down the 
south passageway before more Skaven arrive, turn to 
28. 


¢ If you are reduced to 0 Wounds, turn to 365. 


349 


You move through the tunnel as quietly as you can, the light from 
your lantern penetrating the darkness ahead of you. Ahead you see a 
bedraggled figure suddenly illuminated, crouching in the blackness. 
As you move closer you can hear the figure talking to itself in a gar- 
bled language. 

‘You there, you call out. ‘What are you doing down here?’ 

At your voice, the figure looks up and you see a filthy, pockmarked, 
but human face. 

‘Don’t hurt me, master; says the figure, standing and shuffling from 
the light of your lantern. ‘Old Weasel don’t mean no harm. I’m one of 
the workers down here. But I’ve hurt meself! 

You can see a cloak covers Weasel’s arm, which he clutches close to 

his body. 


¢ If you wish to interrogate Weasel, turn to 108. 


¢ If you would rather give him one of your Healing Packs, 
turn to 133. 


350 


You move up the passage, and hear the noise of a voice raised in 
anger from up ahead. It grows louder, and it is not long before you 
recognise the speech as the foul Dark Tongue of the Chaos Wastes. 
Anger begins to well inside you and you grip your sword tighter, 
ready to face the foul servants of the hated enemy. 

You eventually reach a cave, dimly lit by torches. Chained in the 
centre are half a dozen cultists, their wrists manacled, their bodies 
bedecked in strange leather harnesses which they strain against in 
fury. Before them stands a grim-looking Chaos Champion, his red 
and bronze armour shining in the candlelight. He screams at them 
furiously, whipping them into a strange frenzy, seemingly preparing 
them for battle. 


¢ If you have brought the Jar of Pestilence and wish to 
use it, turn to 112. 


¢ Otherwise you have no choice but to rush forwards and 
attack the Chaos Champion, turn to 217. 


o51 


As you charge forwards, more of the Zombies stumble out of the 
dark. 


Rotting Claws * x0.5 


Initiative: You 
Saves: None 


¢ If you win, turn to 175. 


¢ If you win, turn to 4. 


352 


As you hack down the Daemonette, you see the foul black portal 
begin to shimmer and effervesce. More Daemons howl from within 
as the gate to whatever foul plane of existence they come from 
collapses. 

Finally the room is silent, the cultists lying dead, with Sergeant Leh- 
mann and his men standing victorious. 

You have saved the city. 


e Turn to 400. 


353 


The Temple of Sigmar is an impressive building, unrivalled in Mid- 
denheim for its sheer majesty. However, the cells beneath it are as 
foreboding as any you have seen, and convey the dread and malevo- 
lence of the Templars — the dreaded witch hunters. 

The prisoner is in a tiny cell, strapped to a chair. He is bruised and 
battered, and Sergeant Lehmann stands ready to one side. Two witch 
hunters are present, bare-chested and sweating from their recent 
labours. Their instruments of torture litter the cell, and you can see 
that no method of inflicting pain has been spared. 


¢ If you wish to conduct the remainder of the 
interrogation yourself, turn to 296. 


¢ If you are happy for the Templars of Sigmar to finish 
their work, turn to 150. 


354 


‘Don't play games with me, whelp,’ you shout, seizing Jurgen 
by the ear. He gives off a panicked squeal, holding his hands up 
submissively. 

‘All right, all right, he babbles. ‘Herman... You should speak to Her- 
man. He’s had some strange visitors in the night - that’s all I know, | 
swear. 

Satisfied you have scared as much information out of Jurgen as is 
possible, you leave to continue your investigation. 


¢ If you now wish to speak to Herman the weaponsmith, 
turn to 89. 


¢ Or, if you have not done so already, you may talk to 
Paulo the Tilean merchant at 208. 


¢ Or if you have now completed your investigation at the 
inn, turn to 396. 


355 


Lehmann takes on one of the assassins as you strike for the other two. 
However, they seem more intent on killing Gerhardt the Butcher to 
silence him, than killing you. 


Gerhardt has 10 Wounds. Every time you take a hit reduce 
Gerhardt's Wounds total instead of your own (he is not wearing 
any armour). 


Assassin 


Initiative: You 
Saves: None 


¢ If you defeat the assassins before they kill Gerhardt, 
turn to 245. 


e If Gerhardt is reduced to 0 Wounds, turn immediately 
to 92. 


356 


You attack the swarm in a frenzy, your sword striking left and right as 
the rats rush over the bridge. Though you kill scores of the creatures, 
you are not fast enough to stop all of them them rushing past you. 
They fall on Karl before he can set the blackpowder, and you hear 
him screaming as they begin to eat him alive. 

With the bridge intact, nothing can stop the swarm of vermin and 
soon you are engulfed beneath a mass of squeaking, biting bodies. 


Your adventure is at an end. 


357 


You dispatch the first Night Goblin and turn your attention to the 
second, but as you attempt to engage him in combat he turns tail 
and flees down the tunnel, screaming for help at the top of his lungs. 
You pursue him, coming out into a large cavern where Jodur is busy 
secreting barrels of blackpowder, but no sooner have you entered 
than a veritable horde of Goblins races in through the opposite 
tunnel. 

With no time to finish the job, you and Jodur are forced to flee for 
your lives, pursued by the angry horde. Finally you manage to make it 
back to the Dwarf defences, relieved that the Night Goblins turn back 
rather than try to breach the barricade. 


e Turn to 186. 


358 


You spit on the ground before the Chaos Champion, stepping for- 
wards to see him defeated once and for all. 


Champion of Khorne 


Greataxe a xl 


Initiative: You 
Saves: Chaos Plate (4) 


¢ If you defeat him, turn to 267. 


e If you are defeated, turn to 137. 


ks Jo oo 


As Lehmann leads you through the opulent passages of the College of 
Music, a harsh caterwauling assails your ears. Instinctively your hand 
goes to your sword as you think someone is being attacked, but as 
Lehmann leads you into a large open chamber, your mistake quickly 
becomes apparent. 

Demelza Brasch is a robust woman with a voice to match. She 
stands at the centre of the chamber, her head raised, her flabby arms 
akimbo as she screeches to the top of the high ceiling. Apparently 
people pay to come and see this woman perform - a fact which 
bewilders you. 

Sergeant Lehmann respectfully waits for her to finish her practice 
before approaching her. He speaks in hushed tones, nervously gestur- 
ing in your direction as he explains the situation. Suddenly, Demelza 
flings her arms up in the air, a look of consternation crossing her red- 
dening features. 

‘I don’t have time for this; she wails in her thick Kislevite accent. ‘I 
have to practise. Don’t you people understand - I am an artiste!’ 

Lehmann backs away sheepishly, signalling that you should both 
probably leave. 


* If you wish to demonstrate the importance of your 
mission, along with your disdain for opera, you may 
ignore Lehmann’s cowardly behaviour and begin an 
aggressive interrogation of Demelza, turn to 303. 


* Otherwise, if you have not done so already, you may 
question Trotsk the composer, turn to 334. 


¢ Or Kurt the fiddler, turn to 5. 


¢ Or, if your investigation of the College of Music is 
finished, turn to 216. 


360 


You move on south into yet another chamber. Before you enter it, a 
smell you recognise assails your nostrils. Walking into the chamber 
you are unsurprised to see barrels stacked to the rafters. Each one is 
packed to the rim with blackpowder: a dangerous explosive used by 
_the artillery units of the Empire. 
You don’t know what the Skaven plan to do with such a stockpile, 
but you are sure it is nothing good. 


¢ If you wish to destroy the blackpowder, turn to 282. 


e If you would rather ignore it and press on with your 
mission to the south, turn to 220. 


361 


Glancing around for something flammable, you spot an ancient 
shroud draped over a broken casket. Before the Ghouls can leap to 
attack, you grasp the mouldy material and thrust it into the flame 
of your lantern. The dried-out shroud catches instantly, the flames 
spreading across its length with a satisfying whoof. 

The first of the Ghouls leaps to attack, and you barely have time to 
thrust the burning shroud towards it before it can sink it claws into 
your flesh. The shroud wraps around the creature, igniting its flesh 
as though it were covered in a thin layer of oil. It shrieks, staggering 
back as the flames quickly spread across its body, destroying it in an 
all-consuming conflagration. 

There is no time to use another item before the remaining Ghouls 
rush to attack. 


¢ Turn to 124 to fight the remaining Ghouls, but note you 
are only fighting two, not three of the creatures. 


362 


Bravely you defend the way as the Skaven mob your position on the 
bridge. Your sword sweeps left and right, cutting down the vicious 
ratmen, lopping off arms and heads aplenty. However, despite your 
valiant defence, two of the creatures manage to evade your relentless 
onslaught, ducking beneath your blade and falling upon poor Karl 
before he can set the blackpowder to explode. 

You try to help as he is cut down, but your attempts are in vain. 
With the bridge intact, more of the Skaven swarm cross, and eventu- 
ally you fall beneath their overwhelming numbers. 


Your adventure is at an end. 


363 


You hand Weiner six schillings, which he hastily pockets. 
Make the amendments to your Adventure Sheet. 


‘I heard Herr Trotsk talking to himself this morning on his way to 
his study, says Weiner. ‘I couldn't tell what he was on about, but he 
definitely saw something last night that spooked him. That's all I 
know. On Sigmar’s blood I swear it! 

You nod your thanks and leave Weiner to his fiddle practice. 


¢ If you wish you may now talk to Trotsk the composer, 
turn to 334. 


e Or, if you have not done so already, talk to Demelza the 
opera singer, turn to 359. 


¢ Or leave the college if you've had enough, turn to 216. 


364 


You flee over the bridge, pausing as you allow the rest of the prisoners 
to flee ahead of you. Turning you can see the swarm hot on your heels. 

‘Look; says a voice you recognise, and you turn to see Karl pointing 
at two discarded barrels at the far end of the bridge. ‘Blackpowder! I 


can rig it to blow the bridge if you can hold them for long enough: 
You nod your agreement, lifting your sword and preparing to take 
on the overwhelming Swarm of Vermintide. 


e If you have the Dwarf Armband, turn to 270. 
¢ If you have the Black Iron Amulet, turn to 177. 


e If you have neither of these Special Items, turn to 258. 


365 


You come to in what first appears to be a wide circular chamber. 
Groggily you stand, relieved to find you still have your sword and 
equipment. Once on your feet, you see you are not in a chamber at 
all but what seems to be an arena, with a metal gate at one end. 


Restore your Wounds score to 2. You may use a Healing Pack 
now if you wish. 


Before long you begin to hear movement from the gallery above, as 
several Skaven clamour forwards, looking down on you and hurling 
insults in their foul skittering tongue. You grip your sword, resisting 
the urge to yell back at them, when your attention is drawn to the iron 
gate, which is slowly rising. When it is half open, something from 
the other side grips the bottom in two shovel-like hands and lifts the 
heavy gate. With a roar, a creature steps from the shadows. 

You recognise it immediately, its bulk and rat-faced visage unmis- 
takably that of a Rat Ogre - a foul hybrid beast used by the Skaven to 
dig their tunnels and fight the most ferocious of enemies. 

It lumbers towards you, and it is clear the animal is here to kill you 
for the sport of its verminous brethren. 


¢ If you wish to use an item against this creature, turn to 
117. 


¢ If you would rather charge forwards and attack with 
your sword, turn to 315. 


366 


As you rush into the cave to attack the Chaos Champion, he hefts his 
axe, taking on a defensive stance as though expecting your charge. 


Champion of Khorne 


Greataxe 7 xl 


Initiative: You 
Saves: Chaos Plate (4) 


¢ If you win, turn to 253. 


¢ If you lose, turn to 137. 


367 


The slavemaster drops dead, still gripping his whip, and you turn to 
face your next enemy. You see more of the Skaven approaching your 
position, evil intent on their faces as they creep up on you. Before you 
can spring to attack the first of them, he is brought down by one of 
the slaves, who smashes his rat-like head in with a boulder. More of 
the slaves, emboldened by your brave actions, join in and within a 
moment a full-scale revolt is on. 

You add your own blade to the brave fight-back, and the Skaven 
slavers are soon running in panic for the tunnels that lead off from 
the cave. 


e Turn to 340. 
368 


‘For the Graf, and for Middenheim!’ you cry, spurring your horse 
forwards into the clearing. One of the Beastmen is quick to react, 
charging towards you with a bestial roar, but you cut him down 
quickly. To your right the Middenheim handgunners form up a stag- 
gered rank, aiming their weapons towards the surprised Beastman 
host. The foul Chaos creatures roar in fury, preparing to charge. To 
their right flank, a hooded Beastman suddenly raises its staff, the 
length adorned with the bones of its victims. It is the herd’s Shaman, 
preparing to cast a spell. 


¢ If you wish to order the handgunners to fire on the 
Shaman, turn to 106. 


¢ If you would rather they levelled a volley at the 
charging mass of Beastmen, turn to 31. 


369 


You enter the grounds of the Graf's mansion, recognising the house 
guards that bar the gate. In turn, they recognise you and do not try 
to stop you as you enter. Normally, you and your fellow Knights 
Panther would be garrisoned here to protect the Graf, but now Boris 
Todbringer and his knights are in the Drakwald, ridding it of the 
Beastman presence. With a pang of envy, you enter the mansion. 

One of the Graf's footmen approaches, an old man with a hunched 
back, and you explain your intentions to him. At first he looks at you 
uncertainly, explaining that no one has used the ancient entryway to 
the Undercity for decades. It is little effort for you to intimidate him 
into doing your bidding, and moments later he is shuffling through 
the house, a set of ancient keys clinking on the chain in his hand, as 
he leads you down towards the cellar. 

The entrance to the tunnels below the Grafs mansion is well- 
guarded: more house guards bar the way, and you follow the footman 
through several barred gates, before you reach an ancient-looking 
iron door. The footman takes his time, ceremoniously unlocking the 
deadbolts before he pulls it open with a heave of his gangly limbs. 

A wave of stale air hits you as you stare into the blackness, and you 
ignite your torch before stepping inside. The footman says nothing, 
not even wishing you the blessings of the gods before he slams the 
iron door shut behind you. As you move down the tunnel, you hear 
him locking the door fast once more. 

You move down the tunnel as it sinks deeper into the mountain. It 
turns left and right, sometimes seeming to wind in a circle as it spirals 
deeper, corkscrewing into the Ulricsberg like a maggot in an apple. 
Eventually the tunnel levels out, and from up ahead you see a light 
emanating upwards through the floor. As you approach, you hear 
voices raised in anger, then the sounds of a scuffle and the desperate 
shrieks of fighting men. 

Rushing ahead, you peer down through the hole in the floor, to see 
a passage below you lit by torches. Two robed figures fight, slashing 
at one another with curved daggers, and you are about to jump down 
and split them up when you see the signs of mutation on their bod- 
ies. One of them has a face marred by pustules, whilst the other has 
sucker marks on his arm, an early sign that he will soon develop a 
hideous Chaos ‘gift’ 

On witnessing this you decide to wait and see who will be victo- 
rious before you intervene. The two cultists fight viciously, scoring 


deep wounds against one another before the one with the tainted arm 
drives his dagger into the throat of his pestilent opponent. Once his 
enemy falls, the cultist collapses to the ground, clutching his wound. 

You take this moment to drop down from the passage above, 
approaching carefully. The man grips a gaping wound in his abdo- 
men, and on seeing you he begs for help - but you are not in the 
business of helping mutants. 

‘What is going on here?’ you demand, looming over him 
threateningly. 

The man begins to weep as his life’s blood seeps from the wound 
in his stomach. ‘The followers of the four gods have begun a feud, he 
says. ‘At first we planned to work together, but now all that matters 
is the death of our rivals’ You see a sudden flash of hate in his eyes 
before he begins to sob once more. ‘The four cults were united, but 
now they fight. Please, you have to help me’ 

You nod at his request, raising your sword. ‘I will help you, mutant. 
~ | will grant you the mercy of my blade’ He screams as you drive your 
sword into his chest, silencing his heresy. 

Though you are not sure what the man meant by his words, you can 
only imagine this section of tunnels is rife with cultists. They most 
likely united under the single banner of Chaos, but now the Chaos 
Warlord is gone, their old rivalries have made a resurgence. 

Looking around you can see four exits from the tunnel. If there are 
cultists abroad you will need to destroy them before they threaten to 
break out of here and make their way up towards the surface. Which 
way will you go first? 


¢ If you wish to head south towards the sound of buzzing 
flies, turn to 23. 


¢ If you will head north towards the faint smell of 
incense, turn to 224. 


¢ If you will head east towards the sound of voices, turn 
to 93. 


¢ If you wish to head west towards a dark tunnel that 
ends in a pale glowing light, turn to 151. 


370 


You retreat towards the wall of the arena where a rusty iron torch 
burns. After pulling the Dwarf Grenade from your backpack you 
thrust the wick into the torch’s flame, hearing it hiss as it ignites. 
Without pausing you fling the grenade towards your enemy, holding 
your breath as it comes to rest at the Rat Ogre’s feet. The lumbering 
creature pauses for a second, looking down with a dumb expression 
at the hissing object. The Skaven up in the gallery begin to shriek 
in warning, but they are too late. With a dull explosion the grenade 
detonates, and you are forced to shield your face as shrapnel and 
parts of the flensed Rat Ogre are flung across the arena floor. 


Remember to cross the Dwarf Grenade off your Adventure Sheet. 
¢ Turn to 107. 


371 


With a devastating swing of your sword you sever the tentacle from 
Weasel’s shoulder. He falls to the ground with a tortured howl, hold- 
ing his remaining arm up and cowering from your blade. 

‘Don't kill us! 

‘Talk, you reply, threatening him with your blade. ‘What are you 
doing down here?’ 

‘I'm with the recruitment crew, he says. ‘We were taking new recruits 
to the Undercity, but I fell behind. Old Weasel’s not as young as he 
used to be’ 

‘Recruits?’ you say, feeling anger well up inside you. ‘You mean 
the people you've kidnapped? Where is the entrance to the Under- 
city?’ you ask, trying your best to resist running this snivelling wretch 
through. 

‘T'll take you, says Weasel. 

You motion for him to stand, but before he can rise to his feet, 
something hisses from the dark. Weasel cries out as a crossbow bolt 
hits him full in the chest. Breathing his last he slumps to the ground 
as you shine your lantern towards the direction of the assassin. For a 
brief instant you see its face - inhuman, bestial, like the head of a rat 
— and then it is gone. 

You give chase, following along in the dark, but your pursuer is sure- 
footed and fast. Within seconds it has disappeared into the darkness. 


Se ee ee ee ee ee ee EE Se, Oe ee ae ee | Ne eee 


Recognising the assassin as a Skaven, you realise this plot goes 
deeper than you thought. Weasel is dead, and there is now no way for 
you to find the entrance to the Undercity. However, all is not lost, for 
you know there are other entrances in Middenheim that lead to the 
ancient tunnels within the mountain of Ulricsberg. 

You must return to the surface and inform Sergeant Lehmann 
immediately. 


e Turn to 226. 


372 


You rush up the passage to the south-west, with the Chaos Cham- 
pion in hot pursuit. His minions howl in your wake as he leads them 
on a leash like a pack of hungry dogs. 

Eventually you see a wide cave before you in which a dozen figures 
in threadbare robes kneel before a twisted altar. They chant in fell 
voices that offend your hearing, and the smell of pestilence is almost 
unbearable. The altar itself seems made up of rotting meat, lashed 
together with knotted and frayed rope. A swarm of flies dance around 
it, and it takes all your strength not to retch. 

Despite the stench, you do not pause, tearing through the cave as 
fast as you can. The cultists leap up from their worship, fury in their 
eyes at the disturbance, but before they have a chance to attack you 
the Chaos Champion and his baying servants rush into the cave. 

The horde of stinking cultists charge forwards, falling on the min- 
ions of Khorne with a blind fury. They slaughter the chained slaves, 
tearing at their flesh with bare hands, and begin to attack the Chaos 
Champion. He swipes at them with his huge greataxe, lopping off 
limbs and scoring vicious wounds in his foul attackers, but soon their 
superior numbers overwhelm him, and he is brought to the ground. 

They howl as they tear him apart, but even in his death throes the 
Champion of Chaos fights back. You can only watch with a grim 
sense of satisfaction as the final Nurgle worshipper smashes his head 
in with a rock, before succumbing to his own wounds and falling 
dead to the cave floor. 

It is now eerily silent after such carnage, but you still have to destroy 
the remaining Chaos cults. 


e Turn to 196. 


373 


You flee south with the sound of your Skaven pursuers hot on your 
trail. The passage is short, and leads out into another chamber. In its 
centre is a large pit in which wallow several hugely obese animals. At 
first you think they are pigs - more foodstuffs for the foul ratmen - 
but as you look you realise they are vast bloated rats. 

This place is a breeding pit, in which the Skaven multiply. Even now 
you can see the tiny offspring of these foul creatures suckling at a 
score of teats along their underbellies. 

You are sickened to your core, and want nothing more than to 
destroy these beasts, but a sudden noise behind you reminds you that 
you are being pursued. 


¢ If you wish to ignore your pursuers and destroy the 
Skaven breeders, turn to 43. 


¢ If you would rather continue your flight down the 
nearest exit, turn to 83. 


374 


You desperately scrabble for a handhold as the wave washes over 
you, but the slimy brickwork offers no purchase. As you are washed 
along the tunnel you smash against a jagged rock, denting your 
armour and leaving you winded. 


Lose 2 Wounds. 
Eventually the deluge ends, and you rise shakily to your feet, relieved 


that you have at least managed to hold on to your sword and lantern. 
Covered in the stinking sewage, you continue on your way. 


e Turn to 201. 
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375 


You manage to vanquish the Bright Wizard but not before he cuts 
Gustav down with his flaming blade. You now have no way of uncov- 
ering the whereabouts of the Chaos cult, and it is with frustration and 
regret that you return to the chapterhouse to await any further news 
of their plot. 

Night has fallen when you suddenly hear a piercing scream echoing 
from the streets outside. Rushing to the window you see that part of 
the city is in flames, and people are rushing around in panic. 

A host of nightmarish daemons run rampant through the streets. 
Pale, lithe figures with delicate features and huge, crab-like claws 
cavort alongside pink and blue monstrosities of heaving protoplasm, 
fire dripping from fang-lined tentacles. Pustulant, one-eyed creatures 
shamble along, their touch spreading disease among the fleeing pop- 
ulace, while huge beasts in brazen armour wield great axes, cutting 
down the few guards brave enough to stand against them. 

Drawing your sword, you rush forwards to take on the foe, but 
you quickly realise your actions are in vain as you are attacked from 
all sides by the twisted creatures. Filth-encrusted blades and blood- 
soaked claws tear through your armour and flesh alike and as you fall 
to your knees, your last sight is one of the immense armoured dae- 
mons standing over you, swinging its axe towards your neck. 


Your adventure is at an end. 


376 


As you move further down the tunnel, you are suddenly overcome by 
a curious feeling deep in the pit of your stomach. Looking around, 
you see that there is a vein of glowing green rock running along the 
wall of the tunnel through which you are travelling. Warpstone! 


What is your current Taint? 
e If it is 1-2, turn to 109. 
e If it is 3-4, turn to 269. 


e If it is 5 or more, turn to 26. 


377 


The powerful beam of your lantern just catches a movement to the 
left. Quickly you move down the left-hand passageway. 


e Turn to 170. 


378 


You goad the Sorcerer down the tunnel at sword-point, not daring to 
take your eyes off him, watching for any sign of treachery. The pun- 
gent smell of incense grows stronger the further down the tunnel you 
move, until eventually you see a cave up ahead, lit by flickering red 
candles. You peer in, and see a revolting sight. A score of cultists lie 
on the ground, entwined in lust. Standing, watching the proceedings 
is a hulking figure, bedecked in a cloak and hood of patchwork pastel 
shades, looking down with eyes wide with lascivious desire. 


Motioning to the Sorcerer, you silently order him in first. Reluc- 
tantly he steps into the cave, raising his staff as the hooded cultist 
bellows at him to stop. A blinding light issues forth from the Chaos 
Sorcerer's staff, lancing into the hooded man’s chest and blasting him 
from his feet. As he lands, quite dead on the ground, the rest of the 
cultists leap to their feet and attack the Sorcerer in fury at the death 
of their leader. 

You watch from the edge of the cave, as a vicious battle ensues, with 
the Sorcerer evoking his deadly magicks on his attackers as they try to 
rip him to shreds. Eventually he is overwhelmed by sheer numbers, 
and falls to the ground as half a dozen naked cultists beat him to 
death, tearing at his robes and the flesh beneath. 

As his screams finally fade, you rush from the tunnel, setting about 
the remaining cultists with your blade. Those who you do not strike 
down scream in panic, fleeing from the cave and into the darkness. 

Finally you are left alone in the cave among the dead, but you can- 
not afford to be complacent, there are still two more cults to defeat. 


e Turn to 300. 


379 


The longer you search the room, the more the feeling that something 
is not right here creeps up on you. It is with dismay that you realise 
that a fine veil of warpstone dust permeates the air in this room, and 
you are imbibing it with every breath. 


Gain 1 Taint. 


Before you leave the room, something catches your eye on the desk. 
It is a letter, written in a neat hand, not the spidery scrawl of the 
Skaven. Taking a closer look you begin to read: 


The ritual is set — all ts in place. Should fre explosion 
prove to bea failure, TJ will summon the servants of my 
master. Widdenheim will suffer no matter what. 


IS 


Holding your breath, you stuff the letter inside your breastplate for 
later. 


Mark the Incriminating Letter on your Adventure Sheet as a 
Special Item. 


Before you can flee the room, there is a sudden loud squealing as 
your pursuers catch up with you. Drawing your sword, you move to 
attack them. 


Initiative: You 
Saves: None 


e If you defeat them you may move on south, turn to 28. 


¢ If you are reduced to 0 Wounds, turn to 365. 


380 


You continue your way through the Drakwald, leading the hardy 
state troopers in your wake. The path meanders through the forest, 
and the bright sunshine gradually gives way to dark evening skies. 
Morrslieb, the Chaos moon, appears high in the sky, and you can 
only hope this is not some portent of doom. 

Before you have a chance to think on it, the smell of smoke assails 
your nostrils — up ahead, something is burning. You lead the way with 
all haste, urging your steed on through the trees until the sounds of 
battle can be heard on the night breeze. Your heart beats faster as you 
make your way towards it, and you see a grim sight in front of you. 

A lone temple to Shallya, the Goddess of Healing and Mercy, is 
burning. Before it a battle is taking place as a group of beleaguered 
defenders tries to repel a Beastman attack, Gripping your sword, you 
prepare for battle. 


e Turn to 222. 
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381 


_ You dodge the first blow of the Grey Seer’s staff, hearing an aetheric 
hum as it sweeps past you. Rolling across the ground you come up 
next to a torch fixed to a bracket on the wall. Quickly you wrench 
the grenade from your backpack and plunge the wick into the flame. 

Before the Grey Seer can launch another attack you fling the object 
at his feet, watching his confusion with some pleasure before the gre- 
nade explodes. He is flung backwards, his robe singed, his whiskers 
charred and one of the horns blown from his head. Grasping your 
sword, you move in to finish him off. 


Remember to cross the grenade off your Adventure Sheet. 


Grey Seer 


Weapon: 


S 
Staff * xl 


Initiative: You 
Saves: None 


¢ If you win, turn to 391. 


¢ If you lose, turn to 4. 


382 


You lead the pack of cultists along the south-west corridor until you 
eventually reach another cave. Kneeling before a strange altar at its 
centre is a figure in a flowing purple robe. The altar glows with a bale- 
ful light, and you can see its shape twisting and morphing as the lone 
figure prays in a fell tongue you do not recognise. 

As soon as the naked cultists charge in, the robed figure leaps up, 
grasping a twisted staff and thrusting it forwards. At his command, a 
purple light springs forth, incinerating the first of the Slaaneshi cult- 
ists as they charge towards him. 

You take cover, watching the proceedings from the lip of the cave, as 
the naked horde rushes forwards, and the Chaos Sorcerer desperately 
defends himself with his baleful magick. 

As the Sorcerer is mobbed, he fights back desperately, managing to 
inflict grievous wounds on his attackers before he is brought down. 
The last surviving cultist manages to dash his head in with a rock 
before succumbing to the wounds he has suffered. When the killing is 
done, you step out into the cave, pleased with your cunning. 

It is now eerily silent after the carnage, but you nevertheless still 
have to destroy the remaining Chaos cults. 


e Turn to 300. 
383 


You rush forwards, giving the impression that you are about to 
charge into battle before suddenly changing direction, bowling over 
several of the Ghoul spectators and heading towards the rear of the 
temple and what you hope is safety. 

The Ghoul Lord issues forth a furious bellow at your escape, and 
instantly his minions give chase. You are relieved to see a corridor 
leading from the back of the temple, and know that if you can just 
make it through before the Ghouls catch you, your escape will be easy. 
The Ghouls leap towards you, and you attempt to use brute strength 
to barge past them to safety. 


¢ If your Strength is 3 or greater, turn to 183. 
e If your Strength is less than 3, turn to 128. 


Before you can deal a killer blow, the Night Goblin leaps backwards, 
screaming in terror as it flees through the tunnel. Jodur has already 
killed his opponent, and you look at one another for a moment, 
before you hear the sounds of more Night Goblins approaching. 

You realise you will have no chance of smashing the rest of the bar- 
rels and making your escape, and quickly decide to flee for your lives 
rather than risk being trapped by a horde of Goblins. 

Quickly Jodur leads the way back to the secret tunnel through which 
you arrived. Once inside you pause, trying to quiet your breathing as 
you hear the Night Goblins searching for you — cursing in frustration 
at the seemingly miraculous escape of their prey. 

When you have got your breath back you head back towards the 
Dwarf lines. The Night Goblins are now much more vigilant for 
- intruders, and there is no way you can return to the store of fungus 
beer without attracting attention. 


e Turn to 160. 


385 


Despite your best efforts to cut down the Skaven, you are simply not 
fast enough. The fight is valiant, and the citizens of Middenheim give 
a good account of themselves, but the Skaven manage to place barrels 
around several of the key support columns within the cavern. 

You can only watch helplessly as one of the fanatical ratmen ignites 
a taper and lights the powder. You do not even hear the explosion that 
condemns Middenheim to its terrible fate. 


Your adventure is at an end. 


386 


The passage twists deeper and deeper into the mountain below the 

city. You pass several rooms, tightly packed with stone sarcophagi. On 

the walls are carved murals, some depicting ancient figures in armour, 

others grim battle scenes or vistas of horrific slaughter. You try your 

best not to be spooked by the macabre chambers, but there is a grow- 

ing sense of unease creeping up your spine the deeper you venture. 
Eventually you are faced with a split in the tunnel. 


¢ If you wish to head along the east tunnel, turn to 82. 


¢ If you would rather head west, turn to 240. 


387 


You manage to sneak by the chirurgeon without alerting him to your 
presence. 


¢ Take the passageway south and turn to 220. 


388 


‘Die heretic!’ you cry, rushing forwards with your sword raised. With 
surprising vigour, the Chaos Sorcerer leaps out of the way, grasping 
his twisted staff in preparation to defend himself. 


Sorcerer of Tzeentch 


Weapon: 
S 
Staff * <1 


Initiative: You 
Saves: None 


e If you win, turn to 322. 


389 


Keeping your heads down, you and Jodur manage to sneak past the 
chattering Night Goblins without alerting them to your presence. 
Once they are out of sight you both run back to the Dwarf barricade, 
laughing at your subterfuge. 


e Turn to 70. 


390 


With the Champion of Khorne vanquished and the rest of the cults 
destroyed, you decide to press on with your mission. It is not long 
before you discover a tunnel which leads downwards from your cur- 
rent area. With no other choice, you follow it further into the bowels 
of the mountain. 


e Turn to 79. 
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You swing your blade, scoring a glancing blow which cracks one of 
the Grey Seer’s horns and knocks him back off his feet. Before you can 
advance to strike the killing blow, the creature raises its staff, incant- 
ing a vile spell which fills you with dread to the pit of your stomach. 


¢ If you possess the Sorcerer's Staff, turn to 135. 
¢ If you possess the Pauldron Shard, turn to 64. 


¢ If you have neither of these Special Items, turn to 234. 


392 


You order your men to retreat as the Beastmen charge. They begin 
to withdraw down the forest path, but the enemy is relentless. You 
watch helplessly as the Beastmen attack, cutting down the retreating 
troopers. The withdrawal quickly turns into a rout as the soldiers of 
Middenheim flee in terror in the face of the implacable enemy. 

Anger wells inside you as you watch your brave troops fleeing, but 
you have little time to lament before something leaps at you from 
the trees. Your horse whinnies in terror as you are brought down, and 
you just manage to leap clear before you are crushed beneath horse 
and barding. Quickly you rise, sword in hand, and see you are faced 
by two of the foul Beastmen, their mouths slavering in anticipation 
of the slaughter. 

You must fight them. 


Beastman Gor 


Initiative: You 
Saves: Gor Armour (6) 


¢ If you defeat them, turn to 76. 


¢ If you are reduced to 0 Wounds, turn to 190. 


393 


You show Lehmann the letter you found in the lair of the ratmen, and 
he reads it with interest. Looking closer, he smiles knowingly. 

‘This parchment is watermarked, he says, holding it up to the light 
so you can see it. ‘There are only a few places in the city where this 
could be used. Leave it with me, I will investigate immediately: 

Confident that Sergeant Lehmann will execute his duties with zeal, 
you make your way back to the chapterhouse of the Knights Panther 
for some well-earned rest. No sooner have you settled down to sleep 
than there is a frantic knocking at the door. You answer it to find Ser- 
geant Lehmann standing there, a pensive look on his face. 

‘I tracked the parchment back to the merchant guild offices - it took 
little investigation to match up the handwriting to one of the scribes. 
An hour in the hands of the Templars of Sigmar and he has confessed 
~ his involvement, but he will not reveal who his co-conspirators are. 
If you could join us at the Temple, perhaps you can aid us with our... 
interrogation’ 

You nod your agreement, eager to eradicate any further threat to the 
city, even if it means torture. 


e Turn to 353. 
394 


You flee through the chamber, dodging past the Ghouls, who aban- 
don the corpse on which they are feasting and race after you, howling 
in fury. Ahead of you is another tunnel leading further into the crypt, 
and you head towards it as fast as you can. 

Desperately you head down the tunnel, with the frenzied cries of the 
Ghouls echoing in your wake. There seems to be no means of escape, 
and you are preparing yourself for battle when you see a rusted gate 
lying open ahead of you. 

Doing your best not to panic, you slam the gate shut, wrestling the 
rusted bolt in place and locking the Ghouls behind you. They snarl 
and whimper, beating themselves against the sturdy gate in their vain 
attempts to get at you. 

Resisting the temptation to throw them an obscene gesture, you 
continue deeper into the crypt. 


e Turn to 86. 


395 


You charge forwards, blocking the scythe with your blade as the 
executioner brings it down in a sweeping arc. You knock him back 
with your shoulder, and behind his hood you see his eyes ignite with 
fury at your interference. 


Executioner 


Initiative: You 
Saves: None 


¢ If you defeat him, turn to 232. 


¢ If you are vanquished, turn to 4. 


396 


Your trip to the Inn of the Flying Buttress appears to have been a 
waste of time. 


¢ If you have already visited the College of Music, your 
investigation is now over, turn to 257. 


¢ If you have not already visited the college, continue 
your investigation at 146. 
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You attack the swarm in a frenzy, your sword striking left and right as 
the rats rush over the bridge. Karl suddenly yells that the explosive is 
set, and you smell cordite on the air as he ignites a trail of blackpowder. 

Crushing the rats underfoot, you turn tail and flee, following Karl 
as he sprints from the bridge. The subsequent explosion throws you 
from your feet, and you crash to the ground in a pile of rubble. 

When you rise again, you see the bridge is destroyed, the rats on the 
other side unable to cross the huge crevasse. Allowing yourself a vic- 
tory smile, you and Karl head off to lead the prisoners to safety. 


e Turn to 287. 


398 


You move down the tunnel, keeping your sword drawn and your wits 
about you. The pungent smell of incense grows stronger the further 
down the tunnel you move, until eventually you see a cave up ahead, 
lit by flickering red candles. You peer in, and see a revolting sight. A 
score of cultists lie entwined on the ground, writhing in abominable 
lust. Standing, watching the proceedings is a hulking figure, bedecked 
in a cloak and hood of patchwork pastel shades, looking down, eyes 
wide with lascivious desire. 

Unable to contain your hatred any longer, you rush into the cave, 
raising your sword to attack the Chaos cult leader. He reels back at your 
unexpected charge, pulling a ten-tailed scourge from beneath his robe. 

As you fight, the rest of the cultists forget their revels and run for 
their lives. 


Slaaneshi Cult Leader 


Scourge . xl 


Initiative: You 
Saves: None 


¢ If you defeat him there are still two more cults to 
eradicate, turn to 300. 


e If you are defeated, turn to 4. 
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You cut down the last of the Night Goblins just as Jodur takes care of 
his own opponent. 

‘We have to get out of here before more grobi arrive; says Jodur, but 
you can already hear the sound of approaching feet, as more of the 
Night Goblins swarm towards your position, attracted by the sounds 
of combat. 

You follow Jodur back through the maze of passages and into the 
secret tunnel through which you arrived. Once inside you pause, try- 
ing to quiet your breathing as you hear the Night Goblins searching 
for you — cursing in frustration at the seemingly miraculous escape 
of their prey. When you have got your breath back you head back 
towards the Dwarf lines. 


e Turn to 342. 
400 


The Templars of Sigmar are quickly on the scene. It will take them 
days to identify the dead cultists and then investigate their families 
and friends to discern if there was anyone else involved in this das- 
tardly plot. 

Sergeant Lehmann also has much work to do, and you wish him 
good luck, though you know he will need more than the blessings of 
Ranald in the coming days. 

For you there is also no respite, for the scourge of the Beastmen still 
taints the Drakwald. When morning comes you will ride out of the 
city once more to fight the followers of the Ruinous Powers wherever 
they may be. 

This you will gladly do without complaint, for you are a servant of 
the Emperor and the City of the White Wolf... 

...you are a Knight Panther! 


Your adventure is at an end. 
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